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Operators Are Hesitant About the New Mode 

A spot check with operators over the nation shows 
many have misgivings about the usefulness of the 
Convert-A-Game system, while others welcome the 
apparent cost savings, Play Meter finds in this one of 
three related analyses. 


Distributors Ponder the Mathematics 

Conversations between Play Meter’s Mike Shaw and 
games handlers show the distribs are concerned 
about just where the new system will eventually leave 
them in the market pipeline 


Manufacturers Skeptical About Feasibility of the New 
System 

Editorial Director David Pierson found U.S. 
manufacturers other than Sega/Gremlin generally 
pessimistic over the convertible games’ fit into the 
coin industry here. But some say there is particular 
application of swap-games for the coin-op market. 


Moving Ahead 

Roger Sharpe takes focus on the many developemnts 
in video games and suggests that the rapid changes 
will have far-reaching effects, some of which can only 
be guessed at presently 


We Women and Electronic Games 

Marion Cutler and Jane Peterson survey female 
players in arcades for their likes and dislikes, then 
offer their own views of what coin-op game themes 
appeal most to women today. 
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About the Cover: Hold it up to a mirror, and the unreadable becomes readable while the 
formerly readable is now—readable: a small optical trick, symbolizing the “reversable”’ 
nature of the new swap-games modes. 


UP FRONT 


Last year this magazine inaugurated the first ever “Play Meter’’ 
awards, designed to recognize excellence in the coin-op 
entertainment industry. Based on the evaluations you, our readers, 
made as far as which games were best for 1980, we presented 
“Play Meter” awards to Atari for Asteroids, the top video game of | 
the year, and to Williams for Firepower, the top pinball game of | 
the year, during last year’s AMOA Show. | 


As we announced at the time of those awards presentations last 
year, we planned to expand the “Play Meter’ awards categories to 
recognize industry excellence in other endeavors. As you will see 
from the official “Play Meter” Award Ballot you will soon be 
receiving—or have already received—we have indeed expanded 
the awards categories from two to eight. Those categories are as 
follows: 

—Best video game for the year 

—Best pinball game for the year 

—Best artwork on a video game 

—Best artwork on a pinball game 

—Best new technical improvement on a video game 

—Best new technical improvement on a pinball game 

—Best new play feature on a video game 

—Best new play feature on a pinball game 

We feel recognition of excellence in these additional categories 
will help focus factory attention on producing better games, rather 
than merely producing slipshod games to keep the assembly line 
busy. | 

We all know, for instance, the inestimable value technical | 
improvements play in this business and how new play features can 
open doors for even more money-making game ideas (Remember 
Space Invaders?) And industry recognition of excellence in 
artwork has long been overdue. 

By focusing on excellence, this industry will have a standard, a 
gauge to produce better and better machines. And, in the end, 
that translates as more profitable for everyone concerned. 

In every other industry in the entertainment field, the awards 
program has helped the industry focus its efforts on outdoing 
what had been done before. That, we hope, will be the end result 
or recognizing excellence in these various fields. 
So, for the factories that are represented in the various 
categories, the best of luck to you. 
And, to you, our operator/subscribers, please study the finalists 
in each category very carefully, because you are the final judge. 
It’s all in your hands. 


David Pierson 
Editorial Director 
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Do you want to operate a Pinball Game on 34 Krupecs? 
62 Cruzerios? 29 Francs? 4, 350 Lira?. . .Tokens are the 
answer. Coin Acceptors and Slide Chutes are easily ad- 
justed for Token Operation. Bill Changers can be quickly 
modified for virtually any size Token, and the number of 
Tokens dispensed can be set for any quantity. 


It is important to allow a margin of size difference from 
the coins in use in any country, to prevent slugging. Pro- 
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viding the proper Token is selected, Coin Mechs can be 
set to eliminate slugging completely. 

If you are exporting new or used equipment, you owe it 
to yourself and to your customers to consider Tokens and 
all of the advantages they offer. 


Catalogue and assorted samples are available on 
request. Phone (606) 231-7100, or write Van Brook of 
Lexington, Inc., P.O. Box 5044, Lexington, Ky. 40555. 


i 


NOTICE! 
NOTICE! 


The cash accountability system introduced by International 
Totalizing Systems, Inc. is the result of years of market testing 
and research. 


To protect its sizeable investment in the ITS system, 
International Totalizing has obtained copyrights on its software 
package and patents on its hardware. 


ITS fully intends to protect and defend these aecuculatiri 
rights. 


Anyone who violates these proprietary rights will be subject to 


the significant penalties of the applicable copyright and/or patent 
laws. 


INTERNATIONAL TOTALIZING SYSTEMS, INC. 


1238 CHESTNUT ST. NEWTON, MA 02164 _ TEL. 617/965-4777 -4779 
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Letters to 
the editor... 


Reference source 


I am new in the business and read 
each issue of your publication from 
cover to cover. I find it very 
interesting and informative. 

I find particularly interesting 
“Frank’s Cranks” by Frank 
Seninsky. I was wondering if you 
could publish a list of the various 
video machines that have been 
reviewed (i.e. service tips, or general 
reviews of the games) in the past few 
months. An individual could use the 
list as a reference source if he owned 
the machines, to check out any 
problems in back issues of your 
publication. 


Marvin S. Gehn 
MSG Sales Company, Inc. 
Great Lakes, L.I., New York 


[Ed. Note: An index of technical tips 
and games reviews is a good idea, 
suggested to us by numerous 
persons, and we plan to work up 
such a reference in the near future. 
Watch these pages. | 


Factory response 


I enjoyed reading “Frank’s Cranks” 
in the August 1 issue of Play Meter. 
Mention is made to the Midway 
joystick. My article in Star Tech 
Journal was only partially quoted. 
The new red wear plate on the 
assembly wasn’t discussed. 

Early Pac-Man games had a few 
problems in rough areas, but 
Midway came out with these new 
parts in avery short time. I have had 
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these new parts on my games for 
about six months with no failures. 
This is the kind of response I like to 
see in a factory. I feel this assembly is 
second to none. 

How many operators would like to 
wait afew extra months to buy a Pac- 
Man for a minor problem to be 
cured? 

Todd A. Erickson 
St. Paul, Minnesota 


Exidy warning 


It has come to our attention that our 
games, specifically Targ, have been 
and continue to be converted to 
Spectar. As you are very well aware, 
there is a strong campaign afoot by 
many of us in the industry to protect 
our original products through 
enforcement of the United States 
Copyright Act. Both Targ and 
Spectar as original Exidy designed, 


* 


/ 


8 PEACH STATE DISTRIBUTING CO. / 
oe 1040 Boulevard, S.E. - Atlanta, Ga. 30312 / 


developed, and manufactured 
games are protected by the 
Copyright Act. 

This is Exidy’s “fair warning” that 
willful copyright infringement is a 
federal crime. It will be Exidy’s official 
policy to remove all conversions, 
destroy all conversions, and return 
to the sender, freight collect, all 
converted Exidy boards sent to us. 
Any alteration of our original game 
configuration voids Exidy’s factory 
warranty and our responsibility to 
service that product. 

Exidy expends considerable 
resources, time, money, and effort in 
innovating the best games for you to 
perpetuate our industry. All of our 
futures depend soley on companies 
such as Exidy that continue to 
innovate. We have a huge 
investment; so do you. 

Lila Zinter 
Director of Marketing 
Exidy, Inc. 
Sunnyvale, California 


go 


Telephone 404 - 622-4401 


TOLL FREE: 
1 - 800 - 241-1346 (except in Ga.) 


“The Coin Industries’ Largest Distributor of Name 


Brand Electronic Parts ”’ 
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Amstar 

PHOGHIN 5.6.6 6655-453-5650 53046605 (new) 
Atari 

Asteroids 4. bcnseo5 ce seeeien 2 $1895 
Asteroids Deluxe............. (new) 
Cinematronics 

Star Castles 4.4422 54558059085 (new) 
Data East 


Astro Fighter. 5 vs 35654 es- ot his 


1809 Olive Street 


Audio Visual Amusements 


Offering the finest new 


and used equipment. 


REPRESENTING LEADING FACTORIES 
e SALES, PARTS, SERVICE ¢ 
ARCADE PLANNING SPECIALISTS 


COCKTAIL TABLES SPECIAL ! 


St. Louis, Missouri 63103 


Midway 

Space Invader Deluxe ........ $1195 
Nichibutsu 

Crazy Climber ............... (new) 
Nintendo 

Heli@ sok 5 bk oo 2466S $1295 
Space Firebird ............... $1495 


(314) 421-5100 
For further information, call Pete Entringer (collect) 


INCREASE PROFITS 
WITH 


SUPER GALAXIAN KIT 


RENEW EXCITEMENT 
WITH 


ASTEROIDS 
SPEEDUP KIT 


KIT FEATURES: 


GALAXIAN 

e INCREASES NUMBER OF DIVING 
CREATURES. 

e ADDS NEW VARIATIONS TO 
CREATURES FLIGHT PATH. 

ASTEROIDS 

e UP TO 6 SPEED INCREMENTS. 

e 4 DIFFERENT TIME DELAY 
SETTINGS. 

e EASY INSTALLATION, ONLY ONE 
IC TO REMOVE. 


FOR MORE INFORMATION 
CALL TOLL FREE 


O.B.A. INC. 

1800 527 5853 

IN TEXAS CALL [COLLECT] 
214-630 8004 


‘A Bum Rap’ 


By Robert J. Boyle 


[Ed. note: The following editorial column appeared in a New 
Jersey newspaper. The subject of this defense, Bill O’Donnell, 
former chairman of Bally’s board of directors, was forced by 
New Jersey officials to resign before Bally could be granted a 
license for its casino in Atlantic City.] 


Former Attorney General John Degnan’s loss in the 
primary pleases me. I never met the man, and really 
know little about him, except that I believe he used the 
Constitution for his own purposes and not for the 
purposes that it was written. 

Degnan tilted a lot of casino windmills, and indicated 
that he saw himself as the protector of the public. That 
might not be a bad idea but the way he went about it and 
the logic he used, baffled me. 

I always believed that in this country you were free to 
come and go as you please, free to associate with 
whomever you wished, free to conduct business and, 
that unless. you were a convicted criminal, no 
government agency could throw up restrictions against 
you. 

But, watching some of the hearing for casino officials 
from afar, I began to wonder about Mr. Degnan and his 
tactics. I especially wondered about his attacks on 
William O’Donnell, who headed the Bally Casino. 

Mr. O’Donnell, a Chicago resident who took an ailing 
slot machine business and made it into a profitable one, 
was instrumental in building Atlantic City’s most 
expensive casino. And, he wanted to head the business 
that he built. 

Mr. O’Donnell has never been convicted of any crime. 
But he was denied ownership of the casino after the 
Casino Commission ruled agaist him. Mr. Degnan was 
the spear in the attacks on Mr. O’Donnell, and the 
attacks seem unfounded. One was that one of his 
employees at one time played golf with a suspected 
Mafia member. The duffer was no longer employed by 
Bally. Nevertheless it became an issue. 

In this country we should be free to associate with 
anyone. Mr. O’Donnell also tried to get a loan, according 
to Degnan, from a person who may or may not have 
Mafia links. He wanted to save a business. 

Loans do not necessarily have to come from banks. 
Organizations such as the Teamsters, and even the 
Catholic Church have given loans. When you need a 
buck you go where the money is. And, it appears that is 
Hale Mr. O’Donnell did, and there is nothing criminal in 
tnat. 

Most everyone at one time or another deals with 
questionable characters. Because a policeman, or a 
newsman knows and perhaps even likes some of the 
world’s shady people does not make him shady. 

From where | sit, Mr. O'Donnell got a bum rap. 

To force a man to sell his own property, a property he 
worked for and built with his own funds seemed lopsided. 

Mr. O’Donnell is still on the outside looking in; still 
under orders to sell his stock; still unable to visit the 
casino he built. But with a new governor taking office in 
January, and with a Supreme Court hearing due, maybe 
Mr. O’Donnell will be able to enjoy the rights that he and 
every American should have. 

He should be allowed his casino. 

There are laws in the state to protect the citizens. If he, 
or any other casino operator breaks them, then he 
should be punished and restrictions should be placed 
against him. But neither he nor any citizens should face 
“before the fact” injustice. 

That just isn’t the way it should be done in this country 
or this state. e 
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Awards for ‘817 


Play Meter expands program 
to cite games ‘excellence’ 


The “Play Meter” awards for 1981 
will open up eight categories for 
operators’ voting on excellence in 
coin-op pinballs and video games. 
This departure from the dual awards 
of 1980, the industry’s first ever, has 
been made, Play Meter publisher 
Ralph C. Lally II said, because, “We 
want to recognize the multi-faceted 
appeal of games and their attraction 
to players. Assuming this to be the 
basis of growth in the industry, we 
want to give special recognition to 
the most innovative additions to the 
most popular game modes.” 

With this aim, Play Meter will in 
October award the manufacturers 
who, based on operator/readers 
response, have contributed 
machines that excelled in each of the 
following categories: 

Best video game for the year; 

Best pinball for the year; 

Best artwork on a video game; 

Best artwork on a pinball game; 

Best new technical improvement 
on a video game; 

Best new technical improvement 
on a pinball game; 

Best new play feature on a video 
game; 

Best new play feature on a pinball 
game. 

David Pierson, Play Meter’s 
editorial director, noted: “The 
operators’ votes, based on their own 
direct'experiences with the games of 
the year, will decide the awarding of 
‘The Play Meter’ awards for 1981.” 

Ballots are currently being mailed 
to operator/readers of Play Meter. 
The balloting is not open to any 
manufacturer’s representative, 
Pierson noted. 

Manufacturers have, however, 
been notified of all nominations by 
their competitors, in the event that 
any dispute should arise as to which 
factory inaugurated any particular 
innovation in the games, Pierson 
added. 

The input from readers has been 
impressive since the awarding of the 
1980 Play Meter trophies, said 
publisher Lally. “It was this input 
which led to our expansion of the 
categories being awarded,” he 
added. “As a-mark of excellence in 
the industry, we hope for these 
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awards to have as much meaning for 
coin-op as Oscars have for the 
motion picture industry, the 
Grammy for records, The Tony, The 
Emmy and so forth in other 
entertainment modes. 

“It is exceptional, however, that 
the operators of the games 
themselves, not the producers or the 
consumer as in other fields, do the 
voting which determines the 
winner,” Lally added. 

The awards program sponsored 
by Play Meter remains open to 
operators’ input as to what 
categories should be extended for 
the games in the coming year, said 
Lally. 

Balloting via the Play Meter annual 
polling of operators is part of the 
vehicle which has been widely 
recognized as the authoritative 
survey of the coin industry in the 
United States. The results of the 


annual survey in other areas of 
operating will be published in the 
upcoming “State of the Industry” 
issue of Play Meter. 

As stated in an editorial column 
(‘Up Front”) in this issue, the 
various categories of excellence 
being awarded via “The Play Meter” 
are posed as a standard for better 
machines and ultimately more profit 
for all those engaged in the industry. 

The 1980 awards, Lally said, were 
“well-received by all industry people, 
not restricted to the winning 
companies (Atari and Williams). | 
think it shows the industry realized 
that the time has arrived to recog- 
nize excellence, as other enter- 
tainment fields likewise have such 
honors.” 

Winners will be presented with the 
“Play Meter” award during the 1981 
AMOA Show in Chicago in late 
October. 
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The Repair Center for the Games Industry 


EAS is acomplete service agency organized to help the video games operator 
and distributor solve the service problems that plague many of todays 
sophisticated electronic games. EAS provides you with: 


e a fast. reliable, and inexpensive alternative to buying expensive test 


equipment. 


e repair and testing of all monitor, video and pin ball logic boards. 
© a 24hour turnaround on video logic boards and monitors. 


¢ a 60 day warranty program on all work. 
e free telephone consulting on chronic service problems — we are here to help 
you at any time. 


replacement. 


Looking forward to serving you, 


Tip Of The Month 


Caution: When replacing F-901, the 1.2 amp fuse in Wells-Gardner 
model GO-7 color monitor, there is high voltage present on one side 
of the fuse. Lead to ground with a resistor before any attempt at 


COr geerone 
Lt I_Iservice 


8134 Capwell Drive « Oakland, California 94621 + 415-282-9900 


Another approach to the jukebox royalty fight 


Higher copyright fees 
opposed by Stern/Seeburg 


Contributor Nemeroff of Sidley and 
Austin, Washington, D.C., has been 
active in lobbying against higher 
jukebox royalty fees. 


An increase in the copyright royalty 
payments could be in store for 
jukebox operators if Congress 
approves legislation creating a new 
copyright for performance rights in 
sound recordings. Legislation to 
require the new royalty payments 
has been introduced by. Con- 
gressman George Danielson (D- 
California) and twenty-eight other 
members. 

The proposed legislation (HR 
1805) would create for the first time a 
copyright for sound recording 
performances to benefit record 
companies, performers, and 
musicians. Jukebox operators 
would be required to pay a new 
royalty for each jukebox operated. 
Currently jukebox operators pay 
royalties of $8 a year for each 
machine. On January 1, 1982, 
royalities will increase to $25 per 
machine and then to $50 on January 
1, 1984, as a result of a Copyright 


By Michael A. Nemeroff 
Counsel for Stern/Seeburg 


Royalty Tribunal decision earlier this 
year. 

The new bill would increase the 
current $8 royalty by $1 per jukebox, 
but this new royalty could be further 
increased by the Tribunal in line with 
the increases it ordered this year. 

Hearings on HR 1805 were held by 
the House Subcommittee on 
Courts, Civil Liberties and the 
Administration of Justice in June. 
Wayne Hesch testified on behalf of 
the Amusement and Music 
Operators Association, telling the 
subcommittee that the new royalities 
would be unfair because operators 
have recently been subjected to 
heavy new royalties and that the 
jukebox industry already contri- 
butes substantial revenues to the 
record industry as the largest 
purchaser of 45 RPM records. 

Lawrence Siegel, president of 
Seeburg, told the subcommittee ina 
statement submitted in July that the 
jukebox operating industry cannot 
afford the proposed new royalties, 
“HR 1805 would further weaken this 
industry and this would reduce the 
United States’ market for new 
jukeboxes, seriously affecting 


The principal arguments against H.R. 1805: 


(1) Jukebox operators cannot afford new royalties particularly because 
the royalties will be set by the Copyright Royalty Tribunal if the legislation 
is passed and will be much larger than $1 per machine each year. 


(2) New royalties may cause jukebox operators to purchase and operate 
fewer machines and to concentrate more on video and pinball thereby 
defeating the purpose of the legislation. 


- (3) Jukebox operators are major purchasers of 45 RPM records which 
are a substantial source of revenue for the record industry, performers 


and musicians. 


(4) Most of the new royalties will go to record companies and performers 
who produce the most popular records. These companies and performers 
are well compensated and successful and do not or deserve new copyright 


royalties. 


10 


Seeburg and the other domestic 
manufacturers,” said Siegel. 

The legislation is strongly 
supported by the Recording Industry 
Association of America Inc., 
representing 49 record companies, 
and by a variety of musicians and 
performers groups. 

Hearings on the legislation were 
completed in July and the 
subcommittee may take up 
consideration of HR 1805 when 
Congress returns on September 8, 
after the Labor Day recess. 
Operators who would like to register 
opposition to the legislation can 
write to the Congressmen listed 
below who are members of the 
subcommittee: 


Subcommittee On Courts, 
Civil Liberties, and 
the Administration Of Justice 


Robert W. Kastenmeier, D-WI, 
chariman; Jack Brooks, D-TX; 
George E. Danielson, D-CA; Barney 
Frank, D-MA; Tom Railsback, R-IL; 
Harold S. Sawyer, R-MI; M. Caldwell 
Bulter, R-VA. 

Other Congressmen who may be 
contacted are those co-sponsoring 
HR 1805; as follows: Anthony C. 
Beilenson, D-CA; David E. Bonior, 
D-MI; John L. Buron, D-CA; Shirley 
A. Chisholm, D-NY; William L. Clay, 
D-MO; Cardiss R. Collins, D-IL; 
John Conyers, Jr., D-MI; Ronald V. 
Dellums, D-CA; Julian C. Dixon, D- 
CA; Walter E. Fauntory, Del.-DC; 
James J. Florio, D-NJ; Harold E. 
Ford, D-TN; William H. Gray, D-PA. 

Also, Albert Gore, Jr., D-TN; 
Augusta F. Hawkins, D-CA; Henry 
J. Hyde, R-IL, Joseph M. McDade, 
R-PA; Norman Mineta, D-CA; 
Parren J. Mitchell, D-MD; Donald J. 
Mitchell, D-NY; John T. Myers, R- 
IN; Fredrick W. Richmond, D-NY; 
Stephen J. Solarz, D-NY; Henry A. 
Waxman, D-CA; Ted S. Weiss, D- 
NY; Antonio B. Won Pat, Del.- 
Guam; Sidney R. Yates, D-IL, and 
Leo C. Zeferetti, D-NY. 
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Fast-pi 

game 

opponen 

The Omega ‘pilot’ ski 
maneuvers his fighter ship to 
out-shoot and destroy the 
steadily attacking aliens and 
deadly mines in his path. 


increase pri 

enabling ple 

fighters for additio 
Color on screens mechani 
reproduced. 


Hyper-accelerated attacks by 
Death Ship targets are cued 
by special sound effects. 


——- 


Zs n the year 2003, the Omega System developed a method of training 
ils i its warriors to protect their star colonies against Android forces 
ge Ne over the city of Komar. Omega fighters raced to engage and destroy 


these aliens and the mines they planted. The Omega method is so | 
successful, it commands fear and respect from all throughout the galaxies. 


This method is code named OMEGA RACE. 


Points are awarded for the ability to Omega | Photon | 
neutralize the droid force as follows: Fighter DeathShip Mine Command Ship 


4 350 500. 1000 


Mine Mine Ship Ship Ship 


The player uses the Guidance Control knob 
for direction, and the Thrust Button for force to 
maneuver his Omega fighter in a chase attack 
throughout the energy field. 


Upon confronting the alien droid units, a press 
of the Firing Button unleashes deadly laser rays 
that neutralize and destroy enemy targets. 


Special attention must be paid when engaging 
the enemy Death Ship. This alien appears at 
random and has greater speed and maneuver- Warrior Current Previous Vapor Droid Ship 
ability than ordinary droids. The hyper-acceler- Reserves Score Score Mine 

ated attack by the Death Ship is accompanied 
by special sound effects. Its tactic is to 
bump and demolish the Omega fighter. 


Standard 
Arcade 


Height: 70” (175 cm) 
Width: 252” (64 cm) 
Depth: 30” (75 cm) 


Clearing the screen earns continued play. A Midway models: 
bonus Omega fighter is awarded at high score 

levels. A special feature enables a high MINI-MYTE™ 
score player to produce his initials and score Height: 59” (148 cm) 
which remain on the screen for all to challenge. Width: 20” (50 cm) 
High scores are maintained for 1 credit and Depth, 22° (eee) 
2 credit games. 


For Operator: Special screen display reveals Cocktail Tabl 
research information regarding play activity in na wa ; can OMEGA RACE is also available 
game. Details contained in technical manual. Somes we en in a ‘Sit-In’ Capsule model, 


Width: 32” (80 cm) : 
Depth: 22” (55 cm) ideal for game rooms and arcades. 


: ¢. MIDWAY MFG. CO. 


10750 West Grand Avenue 


DWAY Franklin Park, Illinois 60131 


VIDEO IS OUR GAME Phone: (312) 451-1360 


For Service information—call toll free 800-323-7182 
© 1981 by Midway Mfg. Co. All rights reserved. Printed in U.S.A. 


Operating pinch is felt 
on the jukebox 


Like the fabled repairman for the 
fabulous brand of washing machine, 
it may be the lonliest piece of coin-op 
equipment in town. It sits in the 
corner, only responding when you 
stimulate it with a quarter. But it can 
be your best companion over a 
solitary dinner or in a crowded bar... 

The jukebox is dying, if you listen 
to anumber of coin-op businessmen. 
It has a future, as it has a past, if you 
talk to others. It is only marginally 
profitable, or a loss leader, if you talk 
to still others. 

The consensus seems to be that 
the large profits are not there, but 
that the jukebox retains an appeal, 
especially to location owners. 

One manufacturer of the boxes 
recently noted Play Meter’s annual 
survey of operators as supporting 
“four experience that many 
Operators reluctantly keep these 
machines because of the need to 
offer a full line of services to 
patrons.” The survey of last year 
revealed that, while three years 
earlier the jukebox held the 
distinction as the highest earning 
piece on location, it fell last year to 
fourth place, behind videos, pinballs, 
and pool tables. The weekly gross 
intake from a phonograph was, on 
average, $50, down from $54 weekly 
in 1979. 

Manufacturers can cite a “steady 
decline for more than a decade,” said 
the factory spokesman, “and 
currently U.S. manufacturers 
produce about 25,000 machines a 
year.” Factors, suchas the copyright 
royalty fees per jukebox, fly in the 
face of the business when growth is 
considered. Higher profitability of 
other coin-ops such as videos, of 
course has to be weighed also. 


Universal USA expands sales, 


Paul C. Jacobs, president of 
Universal USA, Inc. has announced 
the addition of Mark P. McCleskey 
to the Universal sales staff, effective 
August 10, 1981. 

McCleskey, who will serve as 
Eastern regional sales manager, has 
spent the last five years with Sefco 
Distributing Co. of Hanover, 
Maryland. His most recent position 
was that of vice president/sales and 
marketing. A native of Memphis, he 
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When called in an_ informal, 
random survey by Play Meter, one 
Virginia operator said his line of 
jukeboxes dropped this year, “ten 
down to eight. I’d like to sell them all. 
The only thing it serves as is a 
necessary service,” he said, echoing 
the manufacturer’s assessment. 
“Only in country bars do they do 
well—only where the customers can 
sit down and drink. It’s a service toa 
location.” 

Some operators even loan 
jukeboxes to locations in order to 
gain entry to those location. 
“Cigarette machines are another 
way, said a southern operator, “but 
I don’t want to do that, to have to filla 
machine. That’s essentially what you 
do with a jukebox, refill it with 
records.” 

A Midwest operator was more 
optimistic. Kirt Miller of Amuse-O- 
Matic Co., Fort Dodge, Iowa, said he 
sees in the jukebox revenues “a 
slump, but it seems to be coming 
back. I really don’t see it ever 
ceasing. We donate a lot of time to 
them, there’s good money init, and it 
has to rise.” 

Miller pointed to the meshing of 
music styles—country and western 
with rock, rock with mainline 
records, and so forth—as_ stimu- 
lating the general play of jukeboxes 
and enrichening the cashbox. In fact, 
he said, he believes they will survive, 
while he saw coin-op games as all 
having a fated lifespan, eventually 
losing most of their appeal to players. 

Across the board, however, the 
average jukebox operator is 
probably gloomier. A Philadelphia 
operator saw revenue from music 
getting smaller and smaller, with 
locations’ patrons not taking the 


holds a B.S. Degree from the 
University of Tennessee. 

In a related announcement, 
Jacobs noted that Aldo J. Donnaloia 
has joined the firm as Customer 
Service Manager. 

Donnaloia has over ten years’ 
experience in various capacities 
including customer service manage- 
ment, general operations manage- 
ment, sales coordination, and 
related administrative functions. In 


time to play jukeboxes. “The day of 
the fast-food diner is going too,” said 
operator Barry Fireman. Fast-food 
restaurants, with their music piped- 
in or none all, are obsoleting the 
casual, friendly diner where 
someone always plays the jukebox 
when the music dies. 

An Atlanta operator said he has 
bought new boxes in the current 
year (which few of those contacted 
had done)—but he sees the music 
market “drying up,” and said he uses 
phonographs only to accommodate 
locations whose favor he would 
like to curry for taking his games. 

Of jukeboxes, operator Eugene 
Urso of Madison, Wisconsin (a 
college city) said: “We don’t like 
buying them,” and his company 
contracts with locations for a $50 
minimum on each box weekly for 
servicing them. Urso cited rising 
costs and canned music on location 
for his present negative feelings 
about the jukebox, but added: “It’s 
been a heckuva a good piece for 
operators for a lot of years.” 

The box has the advantage of 
staying on location for two years or 
so, he noted. But, referring to royalty 
fees, increased purchase price, and 
other detractors from the music 
machine as a revenue producer, 
Urso commented, “Too many 
people are getting a piece of it.” 

If the phonograph, an archetype of 
American coin equipment, is to 
survive the eighties, then, it will take 
a number of factors operating 
favorably. The jukebox tax, 
creativity in packaging the 
phonograph, and ingenuity in 
Operating are certainly among the 
key issues for coin-op music. 

—by Ray E. Tilley 


service Staff 


additions, he has experience in the 
video games business through his 
former position as customer service 
manager for Data East, Inc. 

“We are very pleased to add Mark 
and Aldo to our staff at Universal. 
These two individuals will add greatly 
to the performance and growth of 
our company, through both their 
professional manner and their 
dedication to excellence,’ com- 
mented Jacobs. 
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Phonos to start offering 


‘non-music services 


“This year the big news in phonographs won't be 
a color change from red to blue...’’ —Seeburg president 


Apparently a revolution is in the 
offing for the phonograph industry. 
At least one of the “Big Three” 
domestic jukebox manufacturers 
has tipped its hand as far as new 
jukebox features for the upcoming 
year; and, from what has been 
revealed so far, it appears there may 
be some interesting departures in 
the immediate future for the coin-op 
music machines. 

Jukeboxes offering video capa- 
bility to disseminate such _infor- 
mation as “stock market quotations, 
local advertising, and even 
restaurant menus’ will apparently be 
offered as part of the phonograph 
package for this year’s rejuvenated 
Seeburg phonograph line. 

The revelation came July 29 from 
Lawrence Siegel, president of 
Seeburg, during his House 
Subcommittee testimony in 
opposition to the proposed 
Danielson Bill (The Danielson Bill, if 
enacted, would assess operators 
additional per-jukebox assessments 
under the new copyright law, with 
the additional monies going to 
“performing artists”). 

In his presentation to the 
subcommittee, the Seeburg 
president said such a per-jukebox 
assessment would be unfair, 
especially in light of the evolving 
nature of the phonograph. To 
substantiate his position, Siegel said, 
phonographs will begin to offer more 
and more “non-music services.” 

Said Siegel: “Given the techno- 
logical decline of the jukebox 
industry, the only hope of 
manufacturers is technological 
innovation. Our machines must offer 
new services to attract customers 
and rebuild business. In the next few 
months, Seeburg will begin to offer 
jukeboxes equipped with a video 
capability. Customers will be able to 
obtain various forms of information, 
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such as stock market quotations, 
local advertising, and even 
restaurant menus. Increasingly, our 
machines will offer non-music 
services. 

“We believe that these inno- 
vations will reverse the decline in our 
industry.” 

When contacted by Play Meter, 
Siegel commented on the develop- 
ment: “We feel it’s aremarkable step 
forward in the jukebox industry, a 
dramatic departure from the 
jukebox in the past. It’s something 
we hope will turn the jukebox 
industry around.” 

Siegel explained the nature of the 
Seeburg development: “We have put 
a CRT (cathode ray tube) in the 
jukebox,” he said, “and that CRT is 
controlled by a microprocessor 
that was developed by our people at 
Universal Research Laboratories (a 
division of Stern Electronics). 

“The function of it,” he continued, 
“will be to eliminate the title strips 
since the titles will now appear on the 
screen. But we'll also be able to 
provide the location with numerous 
other services, such as those I 
mentioned in my testimony to the 
subcommittee. 

“Also it will provide the operator 
with all kinds of bookkeeping and 
accounting operational data.” He 
said the new Seeburg phonos would 
utilize “some very new technology, 
particularly in the way title strip data 
in incorporated onto the screen.” 

“It’s been a dream for about a 
year,” said Siegel,” and now it’s 
becoming a functional reality.” 

He said samples will soon be ready 
for a special distributor showing in 
September. However, the phono- 
graph will not be unveiled to the rest 
of the trade until the AMOA Show in 
Chicago. 

Last year Gary Stern, chairman of 
Stern Electronics, hinted at the 


\ 


[) | \ 


< A ri. 
CTT TTT 1) Mutianradiiinall gb f 


oe = 


MUNN 


WY 
a WAS 


Stress 


= 


drastic departure from existing 
jukebox technology when he was 
interviewed as “Coinman of the 
Month” (See November 15, 1980, 
Play Meter). 

In answering a question about why 
Stern Electronics had purchased the 
bankrupt Seeburg company, Stern 
said, “We have some ideas for the 
future which we think will 
revolutnize the jukebox. I’m sure the 
other manufacturers have their 
ideas, too; but something must be 
done to revolutionize the jukebox 
business, to create demand for the 
jukebox and make it a great earner 
again.” 

He continued, “One thing, if you 
look at all the current jukeboxes, is 
that they’re all microprocessor- 
based; however, they don’t really do 
anything different from what non- 
microprocessor-based jukeboxes 
did.” 

He drew an analogy to Stern’s 
evolutionary understanding of solid 
state technology in pinballs. “As 
the manufacturers learned more 
about the microprocessor,” he said, 
“they were able to make and more 
interesting pinball machines.” 


He said that experience would pay 
dividends in development of the 
jukebox. “We have more knowledge 
of how to use the microprocessor 
and hope in the near future to take 
fuller advantage of that micro- 
processor and make the phono- 
graph a solid earner again...We plan 
to short circuit that evolution 
process and do the same thing with 
the jukebox within’a year or so” that 
evolved over the years with pinball. 


Siegel, when confirming his 
company’s innovations in the field, 
summed it up by saying, “This year 
the big news in phonographs won’t 
be a color change from red to blue.” 

David Pierson 
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ELECTRONICS, INC. 


Infringement Policy 


To meet the demands of the marketplace for new and exciting electronic 
games, Williams creates innovative games with strong play appeal and 
exclusive features. Williams’ research & development, design talent and 
_ engineering skill combine their expertise to continuously insure a high 
standard for the industry. 


To protect the rights of original works, United States codes provide for 
registration of copyrights and trademarks. Williams fully intends to pro- 
tect its proprietary rights under these regulations and will take all legal 
action necessary against anyone engaging in the manufacture, assembly, 
distribution, sale or operation of infringing games. 


To date, Williams has received orders from United States District Courts in 
Portland, Newark, Alabama and Los Angeles prohibiting the further sale 
of infringing games. Williams’ rights have also been upheld in the foreign 
marketplace in England, France, Spain, Germany and Italy. 


This notice is to serve as fair warning that Williams intends to seek 
prosecution against any person or company violating its exclusive pro- 
prietary rights in DEFENDER™ and in other games that follow. 


YW) 


Williams Electronics, Inc., Chicago, IL 60618 


Elcon bows new games table 
that allows dining while playing 
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New coin-op table designed to fit restaurant booth space 


Elcon Industries, Inc. has announced 
its new Diversions coin-op games 
table, hailed to be unique in the 
industry as the first booth-style video 
table. 

Designed to fit existing restaurant 
booths or to be used separately with 
chairs, Diversions may will prove to 
be a welcome addition to routes as 
well as offering a solution for many 
locations where space is a problem. 


Andre Dubel, president of Elcon, 
said: “The idea, we developed 
basically for ShowBiz Pizza so there 
would be enough room for 
customers to put down their food 
and play the game also. It’s already 
a proven item, doing nicely in 10 
locations of ShowBiz, to date.” 

The tabletop provides 32-by-41- 
inch space for diners to eat and play, 
and unlike conventional cocktail 


tables, Diversions has ample knee 
and leg room, said Dubel. 

Diversions was being made 
available with a dozen different video 
games, including Tank Battalion, 
Cosmic Attackers, Devil Zone, and 
Space Force, that are easily and 
economically changed to keep 
games up to date, according to Elcon 
Industries. 

Elcon is licensing from Universal 
USA, Data East, and Game Plan for 
logic boards for future games, said 
Dubel. Otherwise, location-selected 
games can be installed in the table, or 
games without logic boards will be 
sold for the location’s own insertion 
of its game, under Elcon’s flexible 
marketing plan, said Dubel. 

Features include a 14-inch color 
monitor, hand-laminated finish, 
separate locking cash drawer, 
quality coin mechanism, and easy 
access to components—coin 
mech and cash box through the side 
of the cabinet and game parts 
through the back door. Thus, the 
units can be placed freestanding or 
back-to-back. 

The Diversion table is available 
exclusively from Elcon Industries, 
2715 Nakota Road, Royal Oak, 
Michigan 48073. 


Kits to boost Atari video tourney 


Atari is sponsoring a coin-operated 
video game tournament, with a 
combined total of $50,000 in cash 
and prizes being awarded. Players 
will compete in six categories 
including Open Singles, Women’s 
Singles, Thursday Speciality, Friday 
Speciality, Open Singles Second 
Chance, and Women’s Singles 
Second Chance. 

This competition is open to 
players of Atari video games around 
the world and so far has generated 
wide-spread enthusiasm among 
Operators and players alike, 
according to Atari. 

The international tournament 
begins with contests at the level of 
local participating family game 
centers and street locations. Local 
winners are invited to compete in the 
open finals in Chicago and given a 
free entry pass, value set at $60. 
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Operators are encouraged to 
participate by ordering a tournament 
kit from an Atari distributor and 
staging a local contest. Each kit has 
the necessary information for an 
operator to hold a contest and 
includes an entry pass to the finals 
for the winner(s). 

The Atari World Championships 
are part of the Tournament Games, 
Inc., spectacular $400,000 weekend. 
While the Atari tournament is taking 
place, Soccer, Mark Darts, Eight 
Ball, and Hockey tournaments will 
also be in session. These tourna- 
ments as well as the Atari World 
Championships are scheduled to be 
held in Chicago, to coincide with 
the AMOA show, October 29 
through November 1. 

Kits as well as attractive World 
Championship posters are available 
through Tournament Games, Inc. 


For additional information about 
the tournament, call the toll free 
number 800/426-8897; from Alaska, 
Hawaii, Washington and Canada call 
1-206/763-1362. 


Frank’s Cranks... 


The “Cranks” do not appear in this 
issue due to columnist Frank 
Seninsky being busy with late 
summer arcade start-ups in his own 
operation, Alpha-Omega Amuse- 
ments on the New Jersey shore. The 
column will resume in the next issue 
of Play Meter. Meanwhile, Seninsky 
reports that he will be “taking notes 
and looking at features of new games 
that I feel need to be improved,” and 
these game-consumer reports will 
appear in subsequent “Cranks.” 
—ed. 
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Copyright actions proceed 


Canada, Florida operators 
under Midway litigation 


Midway Manufacturing Co. has 
brought action in the Supreme 
Court of Ontario, Canada, against 
Amusement Electronics, Ltd., and 
defendants Kurt Reichenberger and 
Stewart Lee for copyright infringe- 
ment. 

Meanwhile, a federal judge in 
Orlando, Florida has refused to lift 
the injunction or to return about 25 
impounded coin-op video games to 
defendant involved in a Midway 
copyright suit. 


On June 8, 1981, Ontario Justice 
Hughes granted an interlocutory 
injunction against the Amusement 
Electronics defendants, restraining 
them—and others having notice of 
the granting of the injunction—from 
manufacturing, selling, or distribut- 
ing (or offering to do any of these) 
Pac-Man and Rally-X imitations sold 
under the name “Black Magic”, and 
from manufacturing, selling or 
distributing (or offering to do any of 
these) “Super Galaxian Kit,” and 
further ordered that the defendants 
deliver up to Midway’s agent all such 
infringing games and kits. 


On June 18, 1981, Justice Linden 
dismissed the defendants’ applica- 
tion for leave to appeal the order of 


Distribs’ assn. sets up 


AVMDA (Amusement and Vending 
Machine Distributors Association), a 
newly formed trade association 
comprised of distributors of coin- 
Operated amusement games, video 
games and juke boxes, as well as 
vending machine equipment, has 
established offices in Chicago. 

The association’s Chicago 
headquarters, with Edward G. Doris 
as its executive directior, are located 
at the International Towers, 8550 
West Bryn Mawr Avenue, Suite 303, 
Chicago, Illinois 60631; telephone 
312/693-7410. 

The law firm of Chatz, Berman, 
Maragos, Haber and Fagel of 
Chicago, has been appointed as legal 
counsel. Allen J. Fagel, a partner in 
the fitm, will be responsible for 
representation of AVMDA. 
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Justice Hughes. Midway is taking 
action against other Canadian 
infringers and will continue to take 
action against infringers of its 
Canadian copyrights in its games, 
said the manufacturer. 

Under Canadian copyright law all 
infringing copies of works in which 
copyright subsists are deemed to be 
the property of the owner of the 
copyright. Midway’s counsel 
presented the view that persons who 
knowingly deal in or possess 
infringing copies of Midway’s 
copyrights may be liable to 
prosecution under the Criminal Law 
of Canada for theft or possession of 
goods obtained by crime as the case 
may be and in appropriate cases, 
Midway will refer such infringers to 
the prosecuting authorities. 


In Orlando, U.S. District Judge 
George Young continued inde- 
finitely an injunction against use of 
any video games that Midway claims 
infringes on its copyrights, but he 
stated his decision did not imply guilt 
or innocence on the part of four 
defendants named in the suit by 
Midway in his court. 

The Sentinel Star of Orlando 


O/N 


reported that, although Young 
refused to return the 25 impounded 
games to operators Joe Gucci, Hank 
Serino, and Larry Kruckenberg, all 
of Orlando, and Sol Tabb of Miami, 
he allowed them to file new motions 
for return of the machines. 

Midway, based in Franklin Park, 
Illinois, was reportedly involved in 20 
similar suits across the United States 
and was also seeking $800,000 in 
damages and lost profits in the 
Orlando case. 

The manufacturer claimed its 
copyright on designs of Galaxian, 
Pac-Man, and Rally-X was violated 
in Florida by counterfeiters who copy 
the games after they determine 
which ones are popular. Midway 
Vice President Stan Jarocki has 
testified that the three games cost 
Midway a total of at least $20 million 
to design, develop, market, and 
produce, the Sentinel Star reported. 

Judge Young agreed that Midway 
had a copyright on the machines, 
and the defendants did not contest 
that point, but he did not rule on the 
specific areas covered by the 
copyright. That issue was to be 
argued in a full hearing to determine 
liability and damages, at a date yet to 
be set. 


ECHAN/SMS nc. 
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Peach State 
changes hands 


Effective August 1, 1981, Peach 
State Distributing Company/ Atlanta 
was acquired by John Head, Jim 
Libby, and Jack Head as equal 
owners. Peach State was previously 
owned by Albert Hawkins, Dyke 
Hawes, and Joe Hawes. 

Jim Libby will be the chief operating 
officer of the company and John 
Head and Jack Head will be active in 
the overall direction of the 
company. All of the new owners are 
native Atlantans. 

Libby is 39 years old and a 
graduate of the University of 
Georgia. Prior to acquiring Peach 
State, he was a partner in the Atlanta 
office of Arthur Young & Company, 
the international public accounting 
firm. 

John Head is 34 years old, and a 
graduate of the University of 
Georgia. He is the owner of three 
building material companies in 
Georgia. 

Jack Head is 28 years old and also 
a University of Georgia graduate. He 
is the owner of a tobacco wholesaler 
in Georgia. 


Hinson passes 


Ralph Hinson, vice president & 
general manager of Peach 
State Distributing Company 
died suddenly on May 27, 1981. 
he was 48 at the time of this 


death. 

Mr. Hinson was a graduate 
of Georgia Tech and served in 
management positions at 
Peach State Distributing since 
1963. He was survived by his 
wife Ann, and three children. 


URL taps Sikorski 


Universal Research Laboratories, 
Inc., Elk Grove Village, IIl., 
announced the appointment of 
Richard Sikorski to the newly 
created post of senior vice president 
of operations, in charge of all URL 
manufacturing opertions, including 
production scheduling, purchasing, 
and quality control. 

Sikorski comes to URL, a 
subsidiary of Chicago-based Stern 
Electronics, Inc., from Scheduling 
Corporation of America, Oak 
Brook, Ill., where he served as 
management consultant to elec- 
tronics and plastics manufacturers. 
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Videos in the U.K.: 


The coin-operated amusement 
industry worldwide is fully aware of 
the state of the video games industry 
and the crossroads at which the 
trade’s most popular vein has found 
itself. In Britain, however, that 
crossroads resembles something of 
a junction—so much is happening 
there! 

No sooner had an enterprising 
young company based in the 
industrious northwest of England 
launched a new video games system 
described as the most powerful yet, 
than the Customs and Excise 
powers-that-be dropped the 
inevitable bombshell: a hint that the 
British Government budget could be 
looking at a new system of their 
own—levying gaming machine 
license duties geared to the takes of 
machines and with the suggestion that 
that duty could be applied to video 
games. 

While these two factors alone 
provided the British industry with 
plenty to talk about in one week, the 
U.K.’s most prolific manufacturer of 
video games decided to shed 35% of 
their holdings on the stock 
exchange. However, the Sublectro 
issue was floated without a profit 
forecast and was not exactly 
received with open arms and was, in 
fact, withdrawn within a week. 

On top of this a number of new 
and interesting games aimed at 
breaking the monotony of Scramble’s 
success and Defender copying were 
being launched with differing 
reactions across the U.K. 

The new video games system 
launched is the Century Electronics 
device shown before completion 
during this year’s ATE in London 
behind closed doors to a selected 
number of Japanese and American 
visitors—Exidy, we know, was 
among them. 

After a year in development the 
Oldham firm released CVS—as it is 
to be known—with two new games, 
Dark Warrior and Cosmos. 

CVS is a totally British-built 
interchangeable system “compar- 
able with any system yet introduced,” 
Century’s Joint Managing Director 
Peter Robinson states. 

His partner, David Jones, points 
out: “The system has been designed 
to be easily written and there is no 
problem bringing out games every 
six weeks. The system is being 


exported to the United States, 
throughout Europe and we are 
launching CVS ourselves in Japan in 
October when two further games will 
be added to Dark Warrior and 
Cosmos and a further new game will 
be released in Chicago at the AMOA 
show when our American customer 
will be disclosed.” 

With three microprocessors, CVS 
is said to be more powerful 
than any other system for changing 
video games yet introduced. 


Duty proposal 

The British video games operator 
may well be grateful for the 
introduction of such a promising yet 
economical system as Century 
Electronics’ in view of the Customs 
and Excise proposals. The 
government office states, “When 
gaming machine license duty was 
discussed, suggestions were made 
that the duty might be restructured 
to reflect more closely the actual 
takings of different machines and 
that its scope might be extended to 
cover popular non-gaming machine.” 

“The Chief Secretary said that the 
commissioners would review the 
whole question of machine taxation 
and in particular the possibility of 
introducing an ad valorem (in 
proportion) form of duty, with a view 
to possible changes in next year’s 
budget.” 

Alan Willis, general secretary of 
the British Amusement Catering 
Trades Association (BACTA) 
described the government idea as 
“utterly disastrous for the industry if 
implemented.” He added: “Anything 
along these lines would be wholesale 
tragedy for an already overtaxed 
trade.” 

The realization of worsening 
situation was probably instrumental 
in Subelectro’s move to go public. 
Subelectro Chairman Bill Tulloch, 
however, said: “There are two 
reasons for going public. First, I am 
an investor by nature and to have all 
may eggs in one basket is not 
prudent. 

“The main reason, as far as the 
company is concerned, is that this is 
the key time to do it because we are 
negotiating with large and small 
companies overseas for manufac- 
turing rights. These companies 
are much happier dealing with a 
company in the U.K. which has the 
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Financlal crisis worsens 


conviction that comes with a public 
company. The status will, I am sure, 
give us far more license.” 

Subelectro’s total share capital 
was valued at £8,250,000; the 
company having traded profitably 
for the past five years with the pre- 
tax figures rising from £30,000 in 
1977 to £1,225,000 in 1980. During 
the same period turnover advanced 
from £294,000 to £5,891,000. 


The fact that Subelectro was 
forced to withdraw from the market 
so rapidly was credited to “bad 
press.” The reality, however, was 
somewhat different. 


Subelectro’s misfortunes are a 
timely reminder that, even in the 
accepted rough and tumble of the 
unlisted securities market of the 
stock exchange, a prospectus that 
avoids a profit forecast yet hints at 
recent slack demand is not what 
investors will accept...especially 
when the company’s chief executive, 
and vendor of all the shares, is to 


Oriental mu 


Sightseeing, trading, and briefing on 
the latest technological data and 
information in the electronic 
industries are available to the 
western coin-op trade executive via 
the. 1981 Par -East Consumer 
Electronics Tour, October 7-21 in 
Japan, South Korea, Taiwan, and 
Hong Kona. 

Designed by Commerce Tours 
International, Inc. of San Francisco 
with development of international 
markets and previewing of 1982 
products in mind, the tour will bring 
participants to the largest consumer 
electronics trade shows in those 
eastern nations. 

The tour will include briefings by 
U.S. and local government and 
industry leaders in Osaka, Seoul, 
and Taipei; plus facility tours and 
individual business appointments. 
The tour price from U.S. west or east 
coasts is half of the cost of individual 
travel and accomodations. Included 
are yound trip air fare, first class 
hotel room (shared), daily break- 
fasts, transportation to hotels and 
trade shows, six dinners, and special 
programs for spouses. 

More than 600 executives from 
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take £40,000 a year in salary, 
reviewed annually, for a maximum of 
four days’ work a week. 

Subelectro, needless to say, now 
has its problems. Other video game 
manufacturers, though, have been 
busy launching new product on the 
British market in the hope of easing 
their own situation as the industry 
had generally begun to mark time. 

New interchangeable games 
systems were forthcoming from 
Gayton Games and Alca Electronics, 
the latter handling the Sega/Gremlin 
Convert-a-Game pack unveiled 
earlier at the company’s California 
meeting of distributors. 

The Gayton system is similar, a 
six-board system designed by 
Scottish company Datascan, a firm 
that specializes in the manufacture 
of oscilloscopes. 


Video revenue down 

With the video games take on site 
50% down versus this time last year, 
the British operator can be excused 


the U.S.A. and other countries have 
participated in CTI’s_ electronics 
tours during the last five years. This 
year the October tour is divided into 
sections by product areas in order to 
suit the individual’s interests, said 
the agency. 


CTI President Robert Chang said, 
“Participants tell us this is the most 
cost-effective—and enjoyable—way 
to make contacts, pick up new 
product lines a year or more in 
advance of the competition, or set up 


lucrative Far East export outlets. In 


addition, participants continue to 


receive inquiries long after the tour, 
since their names are distributed 
widely in each country,” according 
to Chang. 


Highlights of the trade shows 
portions of the tour are: 


—A visit to the 1981 Japan Elec- 


tronics Show, Osaka International 
Fairground, October 9 and 10. The 


main exhibits cover consumer 
electronics products, testing and 
measuring equipment, radio 
apparatus and associated electronic 
devices, electronic components, and 
computers. The show is considered 


for being cautious, neither of these 
systems meeting with an instant 
sales success. 

The “fun games” from Atari and 
Nintendo, however, have brought 
some response. Atari’s Centipede is 
already available and rivalling 
conversions in many quarters, 
despite an unusually high price. 
Nintendo’s Monkey Kong was 
previewed in a modest manner 
through the opening of extended 
showrooms at Liverpool’s Joyland 
Amusements and was highly 
acclaimed. 

There is little doubt the video 
Game industry in the U.K. is 
currently treading thin ice, a fact 
endorsed by the manufacturers 
majority decision to enter into the 
field of video fruit machines—an 
innovation that is bound to be in 
abundance by the time the ATE 
opens its doors for 1982 at the new 
National Exhibition Centre in 
Birmingham. 

Play Meter’s London Desk 


Iti-tour readies for the trade 


a significant international communi- 
cation event for updated techno- 
logical information, as well as trade 
business. 

—Opening of the 12th annual Korea 
Electronics Show, Seoul, October 
14. Exhibits will include consumer 
and industrial products, parts and 
components, production equip- 
ment, testing apparatus, computers, 
and allied equipment. 

—The Taiwan Electronics Show, 
October 16 and 17, Taiwan. Four 
hundred foreign and local elec- 
tronics firms are expected to exhibit. 
—On October 18, the tour will split 
into groups attending either the 
Hong Kong Electronics Show— 
or Tokyo’s International Electric 
Measurement and Control Instru- 
mentation/Automation Exhibition 
and the Japan Data Show ’81. 

Departure for the United States is 
on October 21. 

For more information, contact: 
Terry Butler, CTI, 870 Market 
Street, Suite 742, San Francisco 
94102 (tel.: 415/433-3072), or Wes 
Thomas, 2lst Century Media, 606 
Fifth Avenue, East Northport, New 
York 11731 (tel.: 516/368-2609). e 
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CONVERTIBLE GAME ANALYSIS 


Operators hesitant 
about new game mode 


Operators’ reactions to the 
introduction of interchangeable 
games via replaceable program 
boards vary widely. The immediately 
perceived benefits, operators cited 
as a price break over the ever- 
mounting purchase prices of games, 
and the installation ease and mobility 
of games in aseries, as the ones to be 
marketed in the United States by 
Sega/Gremlin. 

But their negative thoughts about 
the new Change-A-Game system 
might be summed up: the uncer- 
tainty of the unknown. At late 
summer, the new Sega system had 
not hit all markets, and some 
operators in an informal telephone 
canvass by Play Meter had only read 
or heard about the system, while 
others said they did not know 


By Ray E. Tilley 


enough to comment. 

A Virginia operator cited price 
benefits from the new system but 
said that is a double-edged sword, 
possibly making it easier for location 
ownership of games with an 
interchangeable system. 

A West Coast operator said the 
technology involved may lock an 
operator into the state of the art 
represented by the cabinetry and the 
“works” in the games outside the 
Game programs. Either the 
necessary junking of original shells of 
the game system or including extra 
capacitites in future programs which 
cannot be absorbed in present 
machines—will equal waste and a 
driving up of expense both at the 
factory and the operating level, in the 
opinion of this operator of 500 game 
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units. 

Welcome arms were opened by an 
Operator in the deep South, 
however. He said, “We’re going to 
love it; it’s a big break for us because 
we have to pay so much for games 
plus high rates of financing. I’m 100 
percent for it until it’s proven 
otherwise” than profitable, he said. 

Jules Millman of the Aladdin’s 
Castle chain said from Chicago that 
the Change-A-Game “concept is 
good. I only question what it will do in 
this country.” (The Sega system was 
developed in Japan, where the 
interchangeable system has been 
called “a way of life” for the past two 
years. An apparently similar system 
was recently announced for the 
British market by Century 
Electronics. ) 


Changing of PC boards within 15 minutes with the Convert-A-Game system is demonstrated by a Sega engineer 


at a recent showing for handlers. 
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Millman echoed the fears of many 
operators that all games in the new 
system will not have high appeal to 
the player. He noted that the first 
cassette-type reprogrammable 
games from Data East Corporation, 
tested in his arcade chain, “didn’t 
test well. Gremlin’s Space Odyssey 
did not do too well either.” But when 
the second game in the game-swap 
series from Gremlin appeared, 
Aladdin’s Castle ordered 250 sets. 
That buying decision was based, not 
on interchangeability, but on the 


saying, as one recently did, “Why 
shouldn’t I buy it myself. Repair? I'll 
take my chance.’ That location 
stayed with me, but it was hard to 
explain why he shouldn’t do it 
himself.” 

Bado maintained that in the area 
of operators competing with 
locations aS game entrepreneurs, 
“either the factories are going to 
stick by the operators or not,” in the 
sales pipeline. 


George Typaldos of Redondo 


Beach, California, told Play Meter, 


‘It bothers me when a location owner says, “Why 


shouldn’t | buy it myself?” 


The factories must 


stick with the operator...’ 


merits of the game on test, Space 
Fury, Millman said. 

He said the arcades in the 
Aladdin’s chain have certain buying 
criteria that are different from route 
operators’. Specifically, it needs 
good games “immediately,” and the 
entire chain buys basically the same 
games. It will not usually make an 
expenditure based on “hopes that 
the next game will be good,” said 
Millman. 

Dwight Hahn at A & C Electronic 
Games/East Hartford, Connecticut, 
speculated on the interchangeable 
games’ impact on his route: “It 
would obviously help our making 
employees move equipment 
around. But I don’t know about 
resale value when they have a 
bummer game.” 

Asked the impact he sees on his 
locations, Hahn commented, “I 
don’t think they give a hoot, they just 
want the best games. They don’t 
care if you have to move equipment 
around. But no manufacturer is 
going to have five good games ina 
row,” Hahn added. 


Tony Bado of Anthony Amuse- 
ments/Dale City, Virginia said he felt 
the changeable system was 
inevitable to come from a U.S. 
manufacturer, since the individual 
has the theoretical ability to put his 
own cabinets, monitor, and game 
boards together. “It’s not even logic 
to keep buying the cabinet. Only big 
arcades can afford to do it; the price 
has to come down.” 

He added his misgiving about 
easily changed games. “One thing 
bothers me—a location owner 
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—Virginia operator 


“Of course it’s a good idea, but | 
don’t think it'll go over at this time. 
There are too many innovations in 
technology and machines coming 
out too fast.” 

Comparing new video system 
introductions with the debut of 
electronic pinballs, Typaldos said, 
“A system good for two or three 
games may not last for a year.” 
Further developments in videos with 
interchangeable boards may mean 
fitting an advanced game into a game 
shell with existing 1981 technology of 
coin slots and monitors, he 
indicated. 

But Typaldos acknowledged the 
manufacturers’ interest in new game 


ownership of new games. “All they 
need us for is service.” But Madison 
Coin Machines, in dealing with 
locations “sells our service” and 
Urso is confident it is competitive for 
locations in Madison. 

A Maryland operator who was 
ordering Space Fury said, “I love it 
because the new game price for 
freight shipment costs $100 in the 
east. It’s going to be easier to ship 
games across the continent” when 
only the program board is different in 
a new game, he observed. 

This operator also said he is 
confident that the upcoming six 
games in the Sega interchangeable 
system will be well played and will 
extend his operation. He said he sees 
three different interchangeable 
games, for example, as “new money 
in each of three locations, with each 
of them having new pieces after they 
are rotated.” 

The Ft. Washington, Maryland 
operator was also optimistic about 
the possibility of greater numbers of 
operators entering the business with 
the advent of the new system. “I 
think the industry can absorb who 
comes in. Some will fall by the 
wayside, sure, if they don’t have the 
business acumen,” he commented. 

Kirt Miller of Amuse-O-Matic 
Co./Fort Dodge, Iowa, responded to 
a question on new interchangeable 
games by saying, “Everybody is 
going to sit back and look at it a little 
bit. I think there is going to be a 
usefulness. The cost of equipment is 
staggering, to buy a picture tube and 
new cabinet every time you buy a 
game.” 


Miller commented on the 


‘If it's a good game, wed be more likely to put 
more videos in locations.’ 


— Wisconsin operator 


modes. 

In Wisconsin, Eugene Urso of 
Madison Coin Machines saw 
positive and negative points in the 
introduction of swap-games. “Tf it’s 
a good game, we’d be more likely to 
put more TV games out,” with the 
reduced price per game, he said, but 
added: “You'd go for the game you’d 
make the most money with, whether 
it is in its own cabinet or 
interchangeable.” 

He said he felt the interchangeable 
system could encourage location 


Operating business in general with 
thoughts that may sum up the 
quandary over the new video system 
at this time: 

“It’s hectic, but it’s exciting. With 
the income and the costs, it makes 
us all a bit better businessmen than 
we used to be. You may have to be 
more creative to keep up, and there 
can’t be sluggish operators out there 
who will compete. 

“It?s going to be an exciting time, 
the next five to 10 years,” observed 
Miller. 
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Distributors ponder 


the mathematics 


By Mike Shaw 
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Distribs get feel of the new mode at recent Sega showing. 


Some distributors are echoing 
Sega/Gremlin executive Dave 
Rosen, who claims that Convert-a- 
Game is “a concept whose time has 
come,” but others are not so 
anxious for a game now threatening 
the traditional approach to game 
sales. 


The Convert-a-Game system, as 
conceived by Sega/Gremlin, offers 
conversion of an existing game into a 
“new” model by simple replacement 
of afront loaded card cage consisting 
of six PC boards: (1) CPU, 
(2) memory (holds the game 
program), (3) video board, (4) video 
background board, (5) sound, and 
(6) speech. 

“Quite simply,” says Dave Rosen 
in a speech delivered to Sega/ 
Gremlin distributors during June 15, 
annual gathering in La Costa, 
California, “‘the boards to be 
replaced are slipped out, the new 
boards are inserted, and off you go 
with a brand new game.”* 

The conversion approach is not 


* Rosen’s speech is excerpted in Play 
Meter September 15 issue. 


new, but the fact that a major 
company sees it as a basis for the 
future of video play is new and 
carries momentous significance to 
the distributor, just as it does to 
operators and manufacturers. 

The system is designed to solve 
the resale or replacement problem 
for operators. The 700,000 computer 
video games that are currently on 
location will need replacement within 
three years, and considering the 
current price of a video outfit in 
contrast to its trade-in value, it is not 
surprising that buying Convertapaks 
at something like $1,000 each is 
appealing to operators. 

But those mathematics are 
disturbing some distributors. 

“It’s strictly a one sale situation,” 
says one Philadelphia sales manager. 
“No big distributor can exist on 
selling boards, cartridges, or 
cassettes.” 

“This is our treadmill to oblivion,” 
comments a large eastern distri- 
butor, “the beginning of the end.” 

“The concept is definitely not 
good for business,” contends a 
Midwest distributor. “There’s not 
enough profit in the turnover. | 
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Centuri's 
Vanguard 


Infringement 


Policy 
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The Vanguard video game in the upright and 
cocktail table models is manufactured under 
license from Shin Nihon Kikaku and sold in the 
United States, Canada, Central and South 
America, exclusively by Centuri, Inc. The Van- 
guard game is rapidly becoming a top income 
earner, creating great interest. 


As a result, Centuri believes that other parties 
may attempt to market games which imitate 
the Vanguard game in the United States, 
Canada, Central and South America. Centuri 
considers such imitation games as infringe- 
ments of its various exclusive proprietary 
rights registered by the United States Copyright 
Office. Centuri has acquired its exclusive pro- 
prietary rights to the Vanguard game for the 
United States, Canada, Central and South 
America. 


Willfull copyright infringement is a Federal 
Crime. Centuri, Inc. fully intends to take all 
legal action necessary to protect its proprietary 
rights againsts all parties manufacturing and 
selling Vanguard games, or games which im- 
itate the Vanguard game, and which infringe 
upon Centuri’s said proprietary rights. 
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245 W. 74th Place, Hialeah, Florida 33014 @ (305) 558-5200 
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VIDEOS & PINS 
FOR 
QUICK SALE 


Black Knight 
Space Encounters. 1595 


Space Zap 
Space Firebird .... 1795 


We Pay Shipping Cost 
or 
Pick Up For Discount 


All machines in like-new 
condition. 


Working perfectly and have 
had very little usage. 


ARCADE CITY INC. 
412 E. Edgar Ave. 
Findlay, Ohio 45840 


419/423-7361 
Ask for Richard Howard 
Call between 11 a.m.-5 p.m. 
Mon.-Fri. 


Kay A. Chiba 


The best all-round coin man in Japan 
World wide services since 1959 


WANTED: 
DISTRIB TORS 


GRATEST 
MONEY 
MAKER// $ 
GOLDEN POKER erry 
DOUBLE-UP noi 


MILLON DICE, USES NEW MAY FANS 
VIDEO TABLES AVAILABLE 


te Bowavza Enterenises, Lto. 


Port P.O.Box! 11, Yokohama Japan 
Telex: 3823-764(KACLEX. J) Swi lly, 
Tel: (045)623-571 | 


You saw itin 
PLAY METER 


26 


believe they’re trying to eliminate the 
distributor by introducing these 
conversions over here.” 

Sega built the conversion system 
for its Japanese operations. In Japan 
the system has worked well. But in 
Japan, Sega preforms its own 
distributing and operation functions. 
And since the Convert-a-Game 
system seems so geared to that type 
of relationship between factory and 
location, it is natural distributors feel 
threatened by its U.S. introduction. 


“Maybe Sega won’t turn operator 
here, but I can envision truckloads of 
boards being carted around the 
country and sold for $400 dollars 
each. This concept will eliminate the 
distributor first, then the operator. 
There will be small centers set up to 
handle repairs,” said an eastern 
distributor. 

He is serious when he forecasts 
the end of distributors. He is 
so serious that he is participating 
in what he contends is a national 
coalition. “We will stop this by not 
distributing the games, by not selling 
the machines. There is agreement 
throughout the country by many 
distributos not to take the game. Let 
(Sega/Gremlin) find out gradually 
who we are.” 

A Chicago major told Play Meter 
that Convert-a-Game is “adverse” 
because it will require him to 
restructure his way of doing 
business. In a sense, he must retool. 
He must adapt his operation to 
different storage and maintenace 
habits—units will be smaller and 
maintenance will be preoccupied 
with replacements. He will also have 
to justify his accounting system to 
unit prices one third the current 
entries. 

Not all forecasts are for rain. Some 
distributor’s agree with Rosen that 
Convert-a-Game’s time is here. The 
lower price of a Convertapak will 
enable operators to change games 
faster and that will help distributors 
maintain good profits. While they 
agree that the current video 
marketing lines are working well, 
they feel it is impossible to stop the 
progress the concept represents. 


They speak with hopes about the 
idea. “Operators are strapped 
financially because of the games’ 
$2800 price tags and—like everyone 
else—because of high interest rates. 
This might be a break for the 
operators. And that will help.” 

A Denver distributor believes 
Convert-a-Game will be a break for 
distributors, too, “...if it works the 
way Sega/Gremlin says it will. The 


distributor is supposed to replace 
the boards and send the old boards 
back to the factory. The exchange is 
included in the $1,000 price.” 

But there are going to be 
problems, he predicts. Some 
customers are hundreds of miles 
from Denver, they are spread out 
over the northwest, and it is 
impractical to assume operators will 
come to Denver whenever they need 
to change out boards. “Somehow 
operators will make their own 
conversions.” 


Distributors can survive 

Distributors voice more concern 
over thier lack of control over 
replacement units than any other 
aspect of the Convert-a-Game 
concept, and they agree that 
Sega/Gremlin must find an 
appropriate solution to the problem, 
but most hold that view without 
fearing the system will lead to the 
destruction of the distributing 
function of the industry. 

“T firmly believe Gremlin is looking 
out for operator and distributor 
interests. They are not going to 
destroy the marketing relationship,” 
comments a North Carolinian, 
indicating that the service and 
maintenance role of the distributor is 
too vital to be so easily eliminated or 
replaced. “Besides, even a cabinet 
and a CRT have limited life. 

“I think this is analagous to what 
has happened over the past decade 
in the pool table end of our business. 
We thought the tables would be one 
time sales, that the same table would 
stay in a location forever. But we 
found replacement rates surprising. 
Smart operators exchange tables 
every year or eighteen months. 
Newer tables give the location a 
better look and attract more 
players.” 

The bottom line for the success of 
the system, as always, is the quality 
of the games the system employs, 
and distributors polled generally 
agree that Sega/Gremlin’s first two 
efforts for Convert-a-Game are 
quality games. 

“Space Fury and Space Odyssey 
are good games,” distributors from 
San Francisco, Denver, Chicago, 
and the East Coast agree. But with 
each purchase you spend alittle faith 
that Sega/Gremlin will produce 
Convertapaks that will attract avid 
play. Otherwise, an operator will 
soon sour to an idea that offered up 
front savings but insufficient profits. 


Brink of industry change? 
If Convert-a-Game is truly a 
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POINT PLEASANT BEACH, N.J. 08742 


TEL. NO. (201) 295-2777 


PLAYER 1 HIGH-SCORE 
000000 


Super Excitement... 
Super Player Appeal... ag 


You’re at the controls of your highly mobile armored tank, your mission: 

to locate and destroy the enemy’s SUPER TANK. Your tank, which can 

move in any direction, including backwards, must first navigate a danger- 
ous minefield, clearing all the mines while avoiding or destroying the 
enemy’s red tanks. Brief periods of super armor protection are obtained 
by rolling over the glowing diamonds located at various positions on 
the minefield. 

Score points by clearing the mines, score additional points by destroy- 
ing enemy tanks. When you have cleared the entire screen, you are 
ready for your confrontation with SUPER TANK. SUPER TANK is your 
most dangerous adversary, which can only be destroyed by 
a direct hit on its nozzle. Quick reflexes and skillful 
maneuvering ability are all that can protect you 
from SUPER TANK’s explosive firepower. 
Destroying SUPER TANK transports you in- 
to another more intricate screen and 
each screen cleared presents you with 
ever more challenging minefields and 
enemy tanks. 

For extra excitement and double revenue 
potential, two players can match skills by 
playing simultaneously, competing against 
SUPER TANK and each other. 


The SUPER TANK game is manufactured by Computran under 
license from Video Games GmbH. Lich W. Germany 


© Computran 1981 


P.O. BOX 1872, 
POINT PLEASANT 


DEPTH WIDTH HEIGHT 
30” 25" 68" 


UPRIGHT 


COCKTAIL 23/2" 35” 31” 


TEL. NO. (201) 295-2777 TELEX NO. 132168 


“concept whose time has come,” 
Sega/Gremlin could be on the brink 
of creating a major change in the way 
the industry does business. Games 
could rotate quicker as operators 
update faster for less, and industry 
profits could continue the dramatic 
upswing of recent years. 

“It makes sense on paper,” sums 
up one industry executive, “but we'll 
have to wait three or four years to 
see what the eventual outcome will 
show. This is a very revolutionary 
concept from a major company and 
is bound to have a serious impact on 
the market.” 

And: “Other manufacturers will go 
to if it pans out,” offers a major 
western firm president. “I know of 
one who has it in the back room, 
ready to go.” 

But even Convert-a-Game’s 
market impact is subject to debate. 
A Philadelphia distributor senses 
that most manufacturers will stick 
with traditional game concepts 
because “...they don’t want to sell 
cartridges, or boards, they want to 
sell games.” 

Another view: “I see a limited 
growth factor for the next three or 
four years. Two or three other 
manufacturers may try to develop 
the concept, but the majority of sales 


MAGIC : 
TROLLEY : 


will be of traditional games.” 

From refusing to distribute the 
games, to appreciating the “concept 
whose time has come,” to adopting a 
wait-and-see stance, distributors are 
scattered in their early evaluations of 
Sega/Gremlin’s Convert-a-Game. 
Perhaps, as the manufacturer 
contends, profits will be as good as 
with less work and manpower 
required to earn them. Or, perhaps, 
the very advantage of the game 
concept is its disadvantage: 
conversion packages are so small 
and inexpensive they could be so 
hard to control that distributors will 
lose a serious percentage of their 
hold on the marketing structure of 
the video game industry. 

Certainly, Dave Rosen and 
Sega/Gremlin find it much easier to 
explain the advantages of Convert-a- 
Game to an operator than account 
for advantages to the distributor: 

“From the operator’s view point, a 
new Sega/Gremlin Convert-a-Game 
will cost about the same as any 
competitor's game without conver- 
sion capability. But the Sega/ 
Gremlin game has built-in resale 
value of about $1,800 to $2,000 which 
should make for satisfied operators.” 
according to Rosen. 

“And that resale value holds over 


TOKENS e TOKENS e TOKENS 


(STOCK AND CUSTOM) 


FOR ALL MAKES OF GAMES, 


TURNSTILES & VENDING MACHINES 


PRIZE REDEMPTION & TRADE CHECKS 


CASINO SLOT & GAMING COINS 


Phone or write for catalog & samples 


VAN BROOK OF LEXINGTON, INC. 
P.O. BOX 5044, LEXINGTON, KY. 40555 


606/231-7100 


time because it is based on game 
conversion, whether the original 
game is first converted after three 
months, six months, even two years 
from now. The operator may also 
find a tax advantage as conversion 
may qualify for a one year tax write 
off... 

“From a distributor’s viewpoint, a 
new Sega/Gremlin Convert-a-Game 
earns him at least the same margins 
as before. Equally important, as you 
can well imagine, sales of 
Convertapaks a few months from 
now are quite attractive to the 
distributor as well as the operator.” 

All that is certain is that 
Sega/Gremlin’s Convert-a-Game is 
here. The next few years will 
determine the answers to the 
questions posed by the distributors. 

Maybe the San Francisco 
distributing executive summed up 
the national position for his sector of 
the industry most appropriately 
when he said: “Give it a chance; we 
really have no other choice.” 


[Ed. Note: Contributor Shaw, 
a former managing editor of Play 
Meter, has more recently pursued 
musical interests as well as free- 
lance writing from his Mobile, 
Alabama home base. 
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Manufacturers skeptical, say: 


Sega/Gremlin will be going it alone. 
That’s the response from the video 
game manufacturing heavyweights 
who were interviewed by Play Meter 
in the wake of Sega/Gremlin’s 
announced plans to start offering 
convertible game packages to 
operators. 

“T think it’s an idea whose time has 
definitely not come,” said one 
manufacturer. 

Midway Manufacturing’s Stan 
Jarocki put it another way. “Ours is 
to have a continued program of 
manufacturing for sale new and 
complete games with exciting 
cabinet styles and exotic controls.” 

The convertible game system, as 
offered by Sega/Gremlin, would 
apparently allow the operator to 
save money on his new game 
purchases by allowing him to re-use 
what appear to be reusable parts of 
previous games—such as the 
cabinet and video monitor. Under 
the manufacturer’s convertible game 
system, operators will be able to 
change PC boards in the game, the 
graphics, and the player controls and 
come with an entirely new game. 

It’s a prospect which will probably 
appeal to many operators who are 
upset with escalating new game 
prices and zero trade-in value for the 
game after its short commercial life. 

But the video game manufacturers 
Play Meter talked to about the 
possibility of incorporating a 
convertible game system, claim the 
idea is not quite that simple, or 
beneficial to the industry. 

The reusable shell of the game— 
including the cabinet and the video 
monitor—make up a very small part 
of the cost of new equipment, 
manufacturers say, probably only 
about 25 percent of the cost of anew 
game. Most of the new game’s cost, 
they say, is in an intangible, the re- 
search and development to create 
the new amusement machine. 

And manufacturers are quick to 
point out that, for the operator to 
save that 25 percent in new game 
costs, he would have to sacrifice 
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‘It wont fly 


By David Pierson 


earnings. He would have to settle for 
an inferior product, a game with a 
lower earning potential, the next 
time around. So the benefit is lost by 
a decline in revenues. 


The reason why manufacturers of 
video game insist convertible games 
would be inferior to existing 
complete game packages is that they 
see any convertible game systems as 
presenting constraints on their 
creativity. By adapting to a particular 
system, other American manu- 
facturers say, they would necessarily 
be hemming themselves in as far as 


what they would be able to put into 


their games. 


“T think a system like this will limit 
what you can do with a game,” said 
Williams Electronics’s Ron Crouse. 
“You'll be locked into a fairly 
inflexible system. One of the things 
we have done, for instance, is that we 
have put no constraints on our 
design engineers and game 
engineers. If we have to design anew 
electronics system to handle some 
far-out idea, we feel it’s much better 
to do that than to be constrained and 
tell our game designers they can do 
anything they want—as long as it fits 
within certain parameters.” 


Ed Miller, president of Centuri, 
agrees. “Since conversions must 
have universal cabinets, controls, 
harnesses, etc., research and 
development is stunted. It must be 
confined to these parameters, and 
that’s not good for the coin-op 
industry, or any other industry, for 
that matter.” 

Another manufacturer put it this 
way: “It would stop creativity on the 
games. | can tell you that the games 
we’re working on right now would 
not have worked on earlier systems. 
And the games we’re going to have a 
year from now won't work on what 
we're working with right now. If we 
tie ourselves into a convertible game 
system, we'd be killed. We’d only be 
able to turn out dull, boring, same, 
same, games. 

“When you make a convertible 


game system,” he continued, “you're 
locking yourself into a monitor and 
hardware system. With what we have 
in development and with what the 
monitor companies have in 
development, you could obsolete 
both of them over and over again in 
six months, a year, two years. So 
youll be buying something that’s 
obsolete when you buy it.” 


Only when a better mousetrap 
The competitive nature of the 
video game business, says Williams’ 
Crouse, makes it infeasible for’a 
major manufacturer to offer a 
convertible game system. 

It’s only going to work as long as 
nobody comes up with a better 
mousetrap,” he said. “It can be 
Sega/Gremlin, Midway, anybody. 
They can be going alone with this 
nice setup selling convertible boards, 
and there are certain things they'll be 
able to do and certain things they 
won't be able to do. But as soon as 
another manufacturer comes up 
with an innovation that earns more 
money, the operator is going to have 
to go with it. 

“The whole nature of the business 
is competition. The games that are 
exciting, new, and challenging are 
going to make the money, and the 
games that are pretty much the same 
won't. I don’t see how you can insure 
success if youre committed to a 
system that’s inflexible. 

“Maybe the system can do 
everything you want it to do today, but 
what about six months from now 
when a new technological break- 
through occurs and somebody 
comes along with an innovation that 
can’t work into your system? You’ve 
put yourself ina box, literally. You’ve 
made yourself non-competitive. 

“The operators may look at this in 
the short run and say it’s a good idea. 
But what I think they’re going to see 
is that maybe afew months down the 
road it wasn’t such a good idea, after 
all, because they’re not going to be 
able to get the caliber of games they 
can get from other manufacturers 
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NOTICE! 


STERN WILL ENFORCE VIDEO 
GAME COPYRIGHTS 


As owner or exclusive licensee with respect to 
video game copyrights Stern will take action 
against infringers of these copyrights. 


Stern’s exclusive rights in its ASTRO 
INVADERS™ and SCRAMBLE™ video games 
have been enforced in Federal Court, where the 
U.S. District Judge issued preliminary injunctions 
and ordered the impounding of the allegedly 
infringing video games. 


Anyone who violates Stern’s exclusive rights 
will be subject to the significant penalties of the 
copyright laws. Stern’s exclusive rights will be 
enforced with respect to its ASTRO INVADERS™ 
BERZERK™ THE END™ SCRAMBLE™ = and 
SUPER COBRA™ video games, and subsequent 
video games. 


Stern Electronics, Inc. 1725 Diversey Pkwy., Chicago, IL 60614, 312/935-4600, Telex 25-4657 
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who are not locked into a particular 
system,” said Crouse. 

“What are you really saving?” 
asked another manufacturer. “$400? 
$500? $600? For what? After you're 
finished, you’re still going to have an 
obsolete monitor and an obsolete 
hardware system. So the operator 
saves himself somewhere between 
$400 and $600. Big deal. He just got 
himself an obsolete game for that.” 

Centuri’s Miller agreed. “Most of 
the cost of the games is in the 
research and development, and 
probably the electronics. It’s not 
really in the cabinets—and what else 
would remain constant from game to 
game? Maybe 25 percent of the 
game’s cost is reusable, salvageable 
through a convertible game system. 
All my money goes into the big 
expense of research and develop- 
ment because that’s where it has to 
go. Or it goes into the licensing for 
the game, but licensing is just the flip 
side of R&D.” 

“Everybody wants a cheap game,” 
said an executive at another factory, 
“and they think the manufacturers 
are gouging them. I’m sure some 
manufacturers probably think the 
operators out there are making a 
killing. But we really know that’s not 
the case, either way. 

“For our part, we commit for 
either engineering our own games or 
purchasing large quantities of 
Japanese product, and if weve 
wrong, we eat it. Not the operators, 
us. So there’s a possibility of making 
a nice profit that we can pour back, 
that if we didn’t have we couldn’t 
pour back into engineering. 

“We've got 75 people in 
engineering,and we've got to pay 
them every week. 

“To give you an example of our 
costs, were embarking on a 
million-dollar program to build 
adequate engineering space. That’s 
a lot of money. It’s got to be in cash. 
Last year we probably spent 
$800,000 in engineering space, 
computers, and so forth. Not in 
salaries, just in space and 
equipment! 

“We’re constantly trying to make 
better games, more interesting 
games, and the only way we can do 
that is to pour a lot of money into 
engineering, to come up with better 
hardware systems and to buy better 
monitors so you can do more and so 
forth. 

“What we try to explain to people 
is that we’re not a game company,” 
he continued. “We’re an engineering 
company. We've got to think of 
Ourselves as an engineering 
company. Even though we manu- 
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facture, we need the manufacturing 
to pay for our engineering. And we 
only manufacture if we engineer the 
right game with the right concept. If 
we don't have the right game, we 
close our doors. That’s the risk of 
this business. We’re putting a lot of 
money into the engineering of a 
game, and if it’s a stiff, we've got 
nothing to build.” 


Roots in Japan 

The enticement to the operator 
of getting a hit video game cheap is 
not at the root of the convertible 
game system, American video 
manufacturers claim. Instead the 
convertible game concept has its 
roots in what happened in Japan. 

Miller, who was with Taito during 
that company’s phenomenal run 
with Space Invaders in Japan, 
offered a theory about the 
emergence of convertible games in 
today’s market. 

“Conversions started in Japan 
where the location had Space 
Invaders, and the climate was ripe 
due to hundreds of thousands of 
Space Invaders with the same 
controls, electronics, and cabinet 
configuration. 

“When the saturated market of 
Japan suffered a marketing slump 
because operators couldn’t afford 
any more machines because they 
had bought too many Space 
Invaders, and the Space Invaders 
were no longer earning enough 
money to replace themselves, then 
this depressed situation turned to 
conversions. 

“Conversions are not necessarily 
bad in the short run,” said Miller, 
“because they give new life to a 
location, possibly in a_ situation 
where an operator could not afforda 
complete new piece of equipment. 
But once that operator recovers, he 
must reinvest in new machines to 
increase earnings. And this happens 
only with really new equipment—new 
cabinet styles, new controls, new 
electronics, possibly even new 
monitor systems. 

“Conversions are only a short 
term solution. They will not maintain 
the integrity of the profit margins 
down the line.” 

Miller continued, “As for the 
United States market and other 
markets that have not reached 
saturation, the conversions are not a 
long-term benefit to our industry.” 
He said the U.S. market is still one, 
maybe even two years away from 
saturation; so the market here is not 
yet a replacement market, a 
condition which apparently would be 
ripe for convertible games. 


“Completely new full machines 
are needed for the expansion of the 
market and the number of players— 
getting new players and keeping 
them. The U.S. market, and most 
markets outside of Japan, are still in 
this expansion mode, and complete 
new machines are needed. 
Conversions might be one option to 
maintain a market, but complete 
new machines are needed for 
expansion. 

“For that reason we believe the 
U.S. market and most world 
markets are not ready for 
conversions,which are the result of 
Operations saturation. We believe 
that complete machines are 
necessary for expansion. 

“When the market is saturated, 
conversions may be one of the 
trends at that time.” And if that trend 
is warranted, he said, “Centuri will 
also be ready.” 

Williams’ Crouse had a similar 
feeling about the convertible game 
concept being an outgrowth of 
Japanese thinking. “I think Sega, 
from its Japanese origins, has tried 
to introduce the same sort of system 
in the United States,” he said. “If you 
go to Japan today, just about every 
game you'll see on location has been 
around for awhile, and all they’re 
doing is changing boards.” 

Adapting to a conversion market 
was easier in Japan, said Crouse, 
because that country did not have a 
strong distributor network. But here 
in the United States, he said, the 
convertible system could put the 
distributor out of business. 


Direct sales? 

“The temptation is going to be 
very strong for a manufacturer to sell 
boards directly to the operator and 
bypass the distributor or to sell the 
boards directly to the location and 
bypass even the operator. I’m not 
saying Sega/Gremlin would ever do 
anything like this, but such a 
convertible game system, if the 
industry adopted it, could probably 
make the industry evolve along 
those lines.” 

Crouse also suggested that it was 
time for American operators to stop 
looking across the Atlantic. “History 
has shown that in the past two or 
three years, a lot of the major new 
concepts and games have come 
from the United States because the 
factories here are not as tied to 
existing systems as they are in 
Japan. In Japan, they take one idea, 
like Space Invaders, and kill it 
making fifty different versions of it. 
Then they wait until something new 
comes along.” 
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None of the manufacturers 
sounded eager to have games 
designed and manufactured in their 
plants assembled by operators on 
location. 

Miller said, “Centuri would not like 
to see a _ hard-earned, heavily- 
invested successful Centuri game in 
a two-year-old battered cabinet.” 

Jarocki of Midway said the game’s 
exterior adds something to the 
whole game package, and if the 
factories give up the assembly of the 
games themselves, they are losing a 
lot of their own quality control. 

“We know that people will walk up 
to a game if they see it’s new. But if 
you put a board in an old cabinet, 
what have you got? The same 
cabinet, maybe even the same 
graphics on the side, or maybe you'll 
have the wood-grained effect. But 
whatever it is, after awhile the game 
will become part of the decor of that 
room, and that is not what you 
want. When you're offering a 
product to the public in a public 
location, you want it to have an 
impact on the player in the 
marketplace. And you're not going 
to get that by just changing a few 
things like the lighted header,” said 
Jarocki. 

“The problem, as I see it,” said 
Crouse, “would be one of unknown 
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quality. What assurance is there that 
the operator is going to put the whole 
thing together right? In a situation 
like that, all we would be able to 
warranty would be that the printed 
circuit boards worked when they left 
here, and that’s about it.” 

One manufacturer touched on an 
interesting aspect the convertible 
Game system would create, 
something that’s reminiscent of the 
poker player who goes rushing to 
bank with a straight flush in his hand, 
asking for a loan so he can stay in the 
game. 

“There’s a serious financing 
problem with the convertible game 
system. How is the operator going to 
finance that $1000, or whatever the 
cost will be? No bank is going to lend 
him money for a printed circuit 
board that goes into a game and can 
move from place to place. It’s wishful 
thinking. 

“Let’s say I have one of those 
games, and I! want to convert it. I 
already have an installment sales 
contract on it. How then am! going 
to convert it? Nobody is going to lend 
me a thousand dollars to update a 
game that’s already got acontract on 
it. The only ‘brick’ they would have 
would be the printed circuit board in 
that game. I really don’t think it’s 
realistic to the financing as it exists in 
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the United States today,” said 
this manufacturer. 

Obviously Sega/Gremlin’s con- 
vertible game system will be one of 
the most closely watched and talked 
about programs in the industry in 
quite some time. Sega/Gremlin 
itself, however, appears the system 
has drawbacks as well as advan- 
tages. 

In comments to Gremlin’s 
in July, when the system was un- 
veiled, Chairman David Rosen’s 
said, “Sega/Gremlin will continue 
to design and manufacture unique 
games other than the Convert-a- 
Game. Arcades, for example, will 
always require special effect games, 
a unique cabinet may be required for 
a particular-type game play, and on 
and on.” 

So, even though Sega/Gremlin is 
committed, they don’t appear to be 
irrevocably committed. If they’re 
wrong, and convertible games are not 
in the cards for the immediate future, 
the company would probably be able 
to back out. But if the San Diego 
manufacturer is right, it could herald 
a whole new direction for this 
industry. 

And a lot of competing factory 
people will be shaking their heads, 
saying they didn’t think it could really 
be done. e 
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ANALYSIS 


Moving aheaa: 
Coin-op in evolution 


As the industry 
grows and changes, 
the operator must 
adapt to changes... 


I spoke with a fellow the other day 
who is in the process of doing a book 
on video games which is projected to 
be out by next spring, and it struck 
me how much things change yet stay 
the same. I remember when I 
finished my pinball book there were 
some who asked when | was going to 
do a similar volume on video and | 
always replied that maybe I would 
when they had “enough history.” 
Not so surprisingly, my sentiments 
haven’t changed that much in the 
past few years, although I realize 
video’s time has come and there will 
be many outside the industry who 
will try to capitalize on it. 

The thing I find fascinating, in 
general, is how the entire industry 
has profited in the last decade by a 
wealth of material either in book 
form, magazine and newspaper 
articles, television exposure, or 
whatever, that has explored a variety 
of aspects of the business. From 
pinballs’ rebirth in the early to mid- 
seventies, video has taken the baton 
and is running with it, helping all 
segments of the coin-machine 
industry. The public’s awareness has 
been raised and it seems as if they 
have an insatiable appetite to know 
as much as they can about 
everything video. 

The process has been remarkable 
when you stop to think how things 
were just ten years ago and where 
they are now. Not only has the 
equipment obviously changed but so 
too have the players, locations that 
now have games and never did 
before, and, of course, earnings. It 
has been a boom that is probably 
best appreciated by the old-timers 
who might never have envisioned 
how far things could go. And the 
success story continues at even a 
faster rate, with no stopping in sight. 

Maybe the only change that’s 


By Roger Sharpe 


regrettable, but was bound to 
happen, is that the family nature of 
the industry has been almost totally 
replaced. Big business has become 
involved in all areas and with it has 
come a lack of sensitivity or even 
interest into history, let alone the 
evolution, of the industry. Instead, 
there is an obsession with the 
bottomline and not much else. 

One of the problems with this 
development is that there still needs 
to be a perspective of how the 
industry is viewed and the reasons 
behind these attitudes. Unfor- 
tunately, many of the newcomers 
don’t have the background or 
experience to combat the negative 
image that for now and the near 
future seems to be part of the 
territory. 

Recently I wrote about the 
problems beginning to face video 
now that it’s become the dominant 
equipment and how cyclical the 
nature of the business is. Ideally, 
those with a large stake in the future 
of the coin-machine busines will be 
willing to take the time and effort to 
see that positive pictures are 
portrayed when any coverage is 
presented to the outside world. And 
as the industry grows, this singular 
part of it will continue to become that 
much more important. 

One thing that remains true with 
all of these developments, is that 
everything is happening so quickly. 
On all levels there is an incredible 
need for rethinking and re-evaluating 
how and why things are done the 
way they are. Maybe, with the entire 
sector of leisure time entertainment 
undergoing such a revolution, of 
which the coin-machine business is 
an integral part, the time has now 
come to achieve some lasting results 
regarding the industry. 

What is important to understand 
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is just how sophisticated things are 
now, and how things have equally 
settled down in terms of the number 
of manufacturers, types of 
equipment being produced— 
although this latter point may be 
changing as the games evolve into 
possible new forms—and, lastly, the 
exploring of options in terms of 
where and how the games can be 
operated. 


Synergy effect 

All of these factors have either a 
positive or negative impact on each 
of the others, which is maybe why 
there needs to be some stepping 
back and objective looking. After all, 
one book on video in progress may 
well lead to others. The media also 
hasn’t been oblivious to the games 
and their popularity, with a wide 
assortment of stories both in print 
and TV and now the prospect of 
even more with the recently 
announced Atari video tournament 
that will not only be for Atari’s coin- 
op games, but its home system as 
well. 

The potential is limitless, which 
many are beginning to realize. And it 
doesn’t matter if it’s video leading the 
way or pinball or some new game 
creation, since everyone will wind up 


benefitting. 

When pinball was in the limelight 
not so long ago, it set the stage for 
what has followed in terms of 
growth. Now it’s video turn and all 
should take advantage of it. 
Sometime in the future there may yet 
be another coin-machine form that 
will carry on. Time will tell, but 
history is destined to repeat itself 
over the passage of years. 

In essence, what this whole little 
article is all about is that the coin- 
machine industry is news and always 
will be. Whether it’s somebody out 
there who thinks Space Invaders isa 
new machine or who hasn’t played 
pinball since it’s become solid-state, 
the public attention will continually 
increase regarding the games. 

As long as the history is successful 
this will be the case and why I find it 
so important to have manufacturers 
and especially operators take a more 
positive stance in doing things for the 
community that supports them. 

If there will be a video book, throw 
it into some type of promotion and 
throw the proceeds into a charity. 
Sponsor events for local schools or 
hospitals in need of funds, give away 
games to worthwhile institutions 
who won’t mind if it’s a new piece or 
something that just works no matter 
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what the age. 

The major problem is that all 
segments of the business can’t just 
take the money and not give 
anything back in return if it’s to 
survive. It is my hope that with many 
new individuals involved, there may 
be a sense of why this must be so. It’s 
just that the old rules of running and 
hiding don’t apply anymore—can’t 
really, in this day and age—given the 
fact that there are so many new 
areas and people to tap. 

Even the home market will benefit 
as an offshoot of this, with my feeling 
being that in the future, a greater 
number of coin-op creations will 
increasingly find themselves 
available on home cartridges for the 
living room and family rec room. 

Down the road there’s only a 
positive feeling that swells from 
within. Those who have the belief 
and the daring to challenge their own 
ideas and see them through will be 
the leaders of the pack and the 
people that the industry will need in 
order to maintain its potential and 
exceed those dreams harbored since 
from the old days. 

For my money, the next two years 
will reveal much, as we hit the 
crossroads of what can and might be 
possible. 


We can supply your 
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INDEPENDENT TECHNICAL ANALYSIS: 


Color X-Y Monitor 
from Electrohome and Gremlin 


The scene was the 1980 AMOA 
show in Chicago. Quietly tucked 
away in a corner, somewhere among 
the hundreds of pinball machines, 
video games, and other technical 
marvels that have revolutionalized 
Our industry, sat the latest 
outstanding development in 
electronic amusement devices. 

A casual observer strolling by the 
Electrohome booth may not have 
noticed that the Canadian monitor 
manufacturer was displaying a 
Gremlin Industries graphic demon- 
stration program on a full color, X-Y 
monitor. You can kiss those colored 
overlays goodbye! The color X-Y 
monitor gives the video game 
manufacturer all of the high 
resolution capabilities and _flexibili- 
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ties of the X-Y monitor, with the 
added bonus of brilliant color. 

Color, up until now, was only 
available by using a comparatively 
low resolution raster scan monitor. 
The combination of color and X-Y 
capability will allow the game 
manufacturer to create new displays 
that will reach record levels for 
player appeal (and record levels of 
coins in the ol’ cashbox as well). 

The first manufactuer to release a 
color, X-Y game has been Gremlin 
Industries. Gremlin worked closely 
with Electrohome during the 
development of the monitor, with 
engineers in San Diego, California 
and Ontario, Canada working 
together to create the monitor and 
the system to drive it. 


DEFLECTION 
COILS (YOKE) 


COLOR X-Y MONITOR BLOCK DIAGRAM 
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By Randy Fromm 


Gremlin’s first color X-Y game 
(world’s first, I guess, Space Fury 
is now in general release. The color 
graphics are incredible. In fact, the 
resolution of the system is so good, it 
is actually better than the resolution 
of the picture tube for certain 
vectors. 


Deflection Circuits 

Some things about the color X-Y 
monitor are basically the same as the 
black and white X-Y monitor (the 
technical term for black and white is 
monochrome. Mono means one, 
chrome means color. In this case, 
the one color happens to be white.) 
Certainly, the deflection circuits 
must be similar. 

The deflection circuits pass 
positive or negative current through 
the X and Y deflection coils. The 
current creates a magnetic field that 
surrounds the neck of the picture 
tube, and deflects the normally 
straight path of the electro beam. 
The electron beam creates the spot 
of light on the screen. 

The magnetic field is used to move 
the spot around the front of the 
picture tube to draw a picture. It’s 
kind of like a connect-the-dots 
picture with the electron beam doing 
the drawing, and the deflection 
circuits moving the beam from point 
to point. Another name for the 
deflection coils in a monitor is 
“yoke.” 

The output circuits of the X and Y 
deflection sections are basically the 
same between the monochrome and 
color monitors. A complimentary 
pair of power transistors (one NPN 
and one PNP) are used to drive each 
of the yoke coils. For the color 
monitor, the four transistors that 
drive the yoke are mounted on atwo 
piece heat sink with a small fan 
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attached. The fan keeps the heat 
sink and the transistors running 
cool. 

It’s interesting to note that since 
the color X-Y monitor is now 
powered by the 120 volts AC but 
rather with a 90-volt, center-tapped 
transformer, the fan actually runs off 
90 volts AC instead of being plugged 
into a separate 120-volt circuit. 

There are actually three fans in 
Space Fury: one in the monitor that 
cools the deflection transistors, one 
over the card cage that holds all of 
the boards, and one in the top of the 
backside of the cabinet to exhaust 
the heat from the inside of the 
cabinet itself. On a personal note, | 
am very pleased to see the use of 
fans in games. Heat is one of the big 
enemies of solid-state equipment 
(especially when the games get quite 
hot during the day, cool down during 
the night when they’re turned off, 
and are cooked again the following 
day. The process, known as “temp 
cycling’ can spell premature 
destruction for even the heartiest 
semiconductor.). The use of a fan or 
fans lowers the inside temperature of 
the video game considerably, and 
can lower the failure rate of your 
games. 

There is quite a bit of difference 


between the input circuitry of the 
deflection sections of the color 
monitor and the input circuits of of 
the monochrome monitor. The mono- 
chrome monitor used discrete 
(individual) transistors throughout. 
The color monitor actually uses two 
integrated circuits. One of them is 
used for the input circuitry for the S 
and Y deflection. 

The chip, a type 2755A, is a 
custom IC available only from 
Electrohome. However, I expect 
that it’s an extremely reliable device 
and I seriously doubt that you'll ever 
have to replace one of them. 

The purpose of the IC is to correct 
for something known as pincushion 
distortion, and to make sure that the 
current flowing through the yoke 
cells is exactly proportional to the 
voltage that appears at the input of 
the deflection circuits. Without the 
correction provided by the IC, the 
display would appear quite distored. 


Color drive circuits 

The picture tube in the color X-Y 
monitor is the same as that for a 
conventional raster scan monitor. 
The front of the picture tube (also 
known as a CRT, meaning cathode 
ray tube) is coated with three types 
of phosphors. If you look closely at 
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the CRT, you can see the phosphor 
coating on the inside of the thick 
glass front of the tube. The three 
types of phosphors are laid in stripes 
across the face of the CRT. 

In the neck of the picture tube are 
three electron guns, pointed toward 
the front of the CRT. As the name 
implies, the electron guns shoot 
electrons. Each of the three electron 
guns is precisely aligned, so that its 
beam of electrons strikes only one 
type of phosphor. One of the 
phosphor types glows red when 
struck with electrons from an 
electron gun. Another type glows 
green when struck with electrons 
from a gun, and the third type of 
phosphor glows blue. 

Red, green, and blue are the three 
primary colors of light. By combining 
the colors in different ways, all the 
colors of the visible spectrum can be 
created. Red and blue for example, 
can be mixed together to create 
purple or violet. The color yellow is 
created by mixing red and green. 

A pair of transistors is used to 
drive each of the electron guns. Each 
transistor pair forms something 
known as a differential amplifier. 
There is one differential amplifier for 
each color, so there are six color 
drive transistors in all. 
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These transistors are located 
on the ‘‘neck board” of the 
monitors—a small printed circuit 


board that’s mounted on the end of 
the neck of the CRT. 


The color amplifiers get their 
driving signal from the computer 
itself. Anything that the computer 
wants to draw as red is fed into the 
red amplifier. The red amplifier turns 
on the red electron gun which sends 
out a beam of electons. The electons 
strike the red phosphor, causing it to 
glow. If the computer wants an 
object to appear green, it sends a 
signal to the green amplifier. If an 
object is to appear yellow, the same 
signal is sent to both the green and 
red circuits (remember, green and 
red mix together to form yellow). 


There are controls (potentio- 
meters) on the neck board for 
adjusting the black level of each of 
the three amplifiers, and setting the 
gain of the red and green amplifiers 
(The neck board is officially 
designated the “video PCB”). Under 
normal circumstances, you shouldn’t 
have to adjust these controls. 


The purpose of the differential 
amplifier set-up (as opposed to using 
just a single transistor to drive the 
electron gun) is that it automatically 


compensates for temperature 
changes that would otherwise affect 
the gain or performance of the color 
amplifier circuits. 

A neon lamp is connected to each 
electron gun to serve as a spark 
arrestor. If the voltage at the electron 
gun exceeds around 90 volts, the 
neon lamp will fire, discharging the 
excess voltage to ground and 
preventing destruction of the 
transistors in the color amplifier. 
Neon lamps have a very high 
resistance until the voltage across 
the two electrodes becomes high 
enough to “fire” the lamp. 

Once the lamp begins to glow, its 
resistance becomes very low, almost 
a short circuit. This unique property 
makes the neon lamp ideal for this 
circuit. 


Power supply 
The power supply in the color 
X-Y montior is more complex than 
that of the black and white X-Y. But 
like most power supply circuits it is 
easy to understand how it works if 
we look at it one section at a time. 
All of the power for the monitor 
comes from a 90-volt, center-tapped 
transformer. The AC power from the 
transformer is used to create six 
separate DC power supplies: +126 
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volts, +63 volts, +55 volts, +9.1 volts, 
~9.1 volts, and -63 volts. 

Perhaps the most unique section 
of the power supply is the +126 volt 
supply. How can we make a 126-volt 
supply when the transformer is only 
90 volts? Capacitors C401 and C402, 
and diodes D406 and D407 form a 
circuit known as a voltage doubler. 
A voltage doubler does just that. It 
takes an AC input, and gives you a 
DC output that is twice the voltage of 
the AC input. 


Because the center-tap of the 
transformer is grounded, the voltage 
doubler is actually connected to only 
one-half of the transformer 
secondary. Each half of the 
secondary winding of the trans- 
former produces 45 volts AC. But if 
the voltage doubler doubles the AC 
voltage, why do we get 126 volts out 
with only 45 volts coming in? 
Shouldn’t we get 90 volts DC out? 

The answer lies in the fact that the 
90 volt AC transformer’s voltage 
rating is measured in something 
known as Root Mean Square volts. 
RMS is a kind of average 
measurement for the constantly 
changing voltage of the alternating 
current. In fact, the 45 volt AC input 
to the voltage doubler actually peaks 
at 63 volts. 
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Whenever the alternating current 
from a transformer is rectified 
(changed from AC to DC) and 
filtered with a capacitor, the DC 
output equals the peak voltage of the 
AC input, not the RMS voltage by 
which the transformer is rated. With 
a peak voltage input of 63 volts AC, 
the voltage doubler creates a +126 
volt DC output. The +126 volt power 
supply is used to create a regulated 
+100 volt monitor. 

Resistor R402 is a bleeder resistor. 
The bleeder resistor is a safety 
feature that discharges the filter 
Capacitor when the power is 
removed. It keeps you from 
shocking the living daylights out of 
yourself when you're servicing the 
monitor! 

Whenever we power a bridge 
rectifier with a center-tapped 
transformer and the center tap is 
grounded, we create something 
known as a split supply. The split 
supply creates both a positive and 
negative power supply. The two 
supplies are always equal in voltage. 
Their polarities are simply opposite. 

This is exactly what we have here 
in the color X-Y monitor. The 
center-tap of the 90-volt transformer 
is grounded. Since ground is our 
zero volt reference point, the bridge 
rectifier (made from diodes D400— 
D403) gives us an output of +63 volts 
DC and -63 volts DC. Why 63 volts 
instead of 45? Remember, when we 
rectify AC and filter it, the DC output 
of the power supply will always be 
higher than the RMS voltage rating 
of the input. 

If you're interested, the peak 
output of the DC supply should be 
equal to the RMS rating of the AC 
input voltage, multiplied by 1.414. 

In this case, the RMS rating of the 
transformer is 45 volts. (45 X 1.414. = 
63.63). The two 63-volt power 
supplies are used to power the 
output sections of the X and Y 
deflection circuits. 

Some of the +63 volt power supply 
is regulatd by a series-pass 
regulator transistor (Q400) to make 
a +55 volt supply. The regulator 
transistor keeps a constant base 
voltage by using a zener diode (ZD 
400) and voltage dropping resistor 
(R403). The zener diode keeps a 
constant voltage across itself at all 
times. In this circuit a 51 volt zener is 
used, so the base voltage of the 
series-pass regulator transistor is 
pegged at exactly 51 volts. 

In a series-pass regulator circuit, 
the output voltage at the emitter of 
the transistor is approximately .7 
volt less than the voltage at the base. 
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Notice something strange when you 
look at the schematic? The base 
voltage is 51 volts, so you would 
expect to get around 50 volts out 
(50.3). 

The output voltage is labeled +55 
volts, but it’s a simple human error. 

Gremlin is using a new and 
improved version of the prototype 
color X-Y monitor. The prototype 
used a 56-volt zener diode as ZD400 
which created a 55-volt power 
supply. The draftsman changed the 
voltage of the zener diode on the 
drawing, but forgot to change the 
ouput voltage of the supply from +55 
volts to +50 volts. It is however, a +50 
volt DC power supply. [Ed. note: 
check with a Gremlin distributor for 
the schematic, or write Play Meter. ] 

The +50 volt supply is used to 
power the three color amplifiers on 
the video PCB. It is also used in a 
circuit called the spot from burning a 
hole in the center of the phosphor 
coating. Without the spot killer, this 
could easily happen when the game 
is switched off. As soon as the game 
is turned off, the deflection circuits 
stop working. The electron guns do 
not shut off immediately! They 
continue to emit a beam of electrons 
for a few seconds after the power is 
removed, because of the high 
voltages involved in the operation of 
the picture tube. 

With the deflection circuits dead, 
all three of the electron guns will 
shoot their electrons at a tiny dot in 
the center of CRT. Soon (real soon), 
the phosphor coating will burn out, 
leaving a dark hole in the center. 

The spot killer circuit is used to 
prevent the electrons from the three 
electron guns from reaching the 
phosphor coating of the tube. 
Connected to pin 5 of the CRT is 
something called a grid. The grid is a 
wire mesh that is mounted inside the 
neck of the picture, between the 
electron guns and the front of the 
tube. 

Under the normal circumstances, 
the electron beams travel right 
through the grid like water througha 
sieve. But if we put a negative charge 
on the grid, the charge will repel the 
electrons and prevent them from 
reaching the phosphor. Since like 
charges repel each other and an 
electron has a negative charge, all 
the spot killer has to do is to put a 
negative charge on the arid that’s 
sufficiently large enough to block the 
electrons. 

The spot killer circuit consists of 
diode D409, resistor R410—R412, 
and C411. the cathode of D409 is 
connected to the -63 volt power 


supply. The -50 volt supply is 
connected to one side of resistor 
R410, a 4.7 K (4,700) ohm resistor. 
The three resistors form something 
called a voltage divider. The grid is 
connected between R411 (2.7 
megaohm or 2 million, 7 hundred 
thousand ohms) and R412 (1.5 
megaohm). 

When the power is turned off, the 
+50 volt supply drops to zero volts 
faster than the -63 volt supply. The 
-63 volt supply is connected directly 
to a capacitor; the +50 supply is not. 
The capacitor holds a charge and 
allows the -63 volt supply to drop 
more slowly. The +50 volt supply is 
also connected to the color 
amplifiers. The additional load they 
provide caused the +50 volt supply to 
drop like a rock! 

Because the positive supply to the 
voltage divider drops first, the 
voltage at the grid is quickly pulled 
down to a negative voltage. This 
negative voltage blocks the electron 
beam and “kills” the spot. By the 
time the -63 volt supply has 
discharged, the voltages that power 
the electron gun have discharged as 
well. 

There are two other power supply 
voltages: +9.1 volts and -9.1 volts. 
These supplies are used to power the 
two integrated circuits in the 
monitor. The +9.1 volt supply is 
derived in much the same way as the 
+50 volt supply. A series-pass 
regulator transistor is used to drop 
the voltage from +63 to +9.1 volts. 
Resistor R404 is also used as a 
voltage dropping resistor. The base 
voltage for the series-pass regulator 
transistor (Q401) comes from zener 
diode ZD401, diode D408, and 
voltage dropping resistor R405. 

Because we want 9.1 volts as an 
output, a conventional diode has 
been placed in series with the zener 
diode.A conventional silicon diode 
has a .7-volt drop across it. By 
placing the two diodes in series, the 
voltage at the base of Q401 will be 9.8 
volts. Remember, the output of a 
series-pass regulator circuit will be .7 
volt less than the voltage at the base 
of the transistor. With 9.8 volts on 
the base of the transistor, we will get 
9.1 volts out. 

The -9.1 volt supply is simply 
derived from the -63 volt power 
supply be a voltage dropping resistor 
(R406) and a 9.1 volt zener diode. A 
small filter capacitor (C406) is placed 
across the positive 9.1 volt supply. 


High voltage 
The purpose of the high voltage 
section in any picture tube is to 
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attract the electrons after they’ve 
been fired from the electon gun and 
have struck the phosphor inside of 
the front of the tube. The electrons 
never leave the picture tube through 
the glass in the front. Glass is an 
insulator, so the electrons bounce off 
it. 

It is interesting to note that the 
electron’s kinetic energy (the energy 
stored in a moving object, e.g. a 
service vehicle that’s just run out of 
gas on the way to the boss’ most 
important location can coast on a 
level road due to the kinetic energy it 
possesed while doing 100 miles per 
hour on the way there—is changed 
to light energy as the electron strikes 
the glass. 

Having lost their energy, the 
negatively charged electrons would 
soon fill the inside of the picture tube 
and repel the electron beams from 
the three guns if not for the high 
voltage. This positive 22.5 kilovolt 
(22,500 volts) power supply is 
connected to a metallic coating that 
covers the inside of the bell of the 
picture tube. After an electron 
strikes the glass and bounces off, it is 
immediately attracted to the 
positively charged coating (oppo- 
sites attract, remember?) and is 
sucked into the high voltage power 
supply. 

The high voltage supply connects 
to the CRT at a metal insert in the 
bell of the picture tube. It’s called the 
second anode, and it look kind of 
like one of the freeze plugs in the 
block of an automobile engine. A well 
insulated wire carries the high 
voltage from the high voltage section 
to the second anode. If you have to 
remove the second anode counter 
for service, be sure to discharge the 
second anode to ground first! The 
picture tube can store a nasty 
charge, long after the monitor is 
turned off. 

The high voltage is created by the 
flyback transformer. This high 
frequency transformer also _pro- 
duces a 10.3 kilovolt output that is 
used for the focus control, and the 
low voltage that’s used to drive the 
filament (heater) in the neck of the 
picture tube. The filament is 
important because the electron guns 
must be heated to work. 

All of the color monitors in popular 
use today (Electrohome and Wells- 
Gardner) have the heater voltage 
derived from a winding on the 
flyback transformer. If the high 
voltage section isn’t operating, the 
filament will not glow. So don’t 
depend on the heater glow to 
indicate whether or not you have 
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power to the monitor. A monitor that 
appears ‘“‘dead’’ may have a 
condition where the high voltage 
section isn’t operating. 

The high voltage switching 
transistor (Q900) switches the 
regulated +100 volt power supply on 
and off across the primary winding of 
the flyback transformer. The base 
drive for @900 comes from the 
second integrated circuit in the 
monitor, by way of amplifier 
transistors Q901—Q903 and driver 
transformer T900. 

The type 2741 IC also serves 
another important function in the 
monitor. If either or both of the 
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deflection circuits fail, the IC will 
sense this and automatically shut 
down the high voltage section. Since 
loss of deflection will result in a 
straight line across the face of the 
CRT or a bright spot right in the 
center, the high voltage is shut down 
to prevent the phosphors from 
burning out. 

The deflection circuits are 
monitored by sampling the voltage 
that appears across R735 and R635. 
This voltage is passed through R938 
or R939, limited to -5.1 volts by 
ZD903 and ZD904, and coupled to 
the IC by capacitors C900 and 
C901. % 
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Business Myth of the Month 


The Myth: 


“My machines pay for themselves in less than 90 days!” 


By Charles C. Ross 


This is a spinoff myth of 
“Revenues are my only considera- 
tion.” Customers, friends, and 
relatives are notorious for asking, 
“Just how long does it take a 
machine to pay for itself?” The 
question is harmless enough but the 
answer most operators give is not. 
The typical answer after some 
mental math is, “Oh, about 60 to 90 
days” ($2,500 cost divided by $32 per 
day). 

After the inquirer picks his chin up 
off the ground and restarts his 
pacemaker he concludes, whether 
he says it or not, that you are getting 
very rich very fast. Off he goes to see 
if he can sell the idea to Uncle Harry 
or to a bank so that he can get in on 
this business that can pay for itself in 
60 days. How can you beat that? 

And there you have it, part of the 
reason that everyone wants in on the 
act. Now there is no doubt that the 
amusement business can be 
profitable, but it is not as profitable 
as we may have led the outsiders to 
believe. 

Again we have a continuation of 
the old “Let’s look at revenues” 
syndrome. There are many costs in 
Operating an amusement business 
which should be allocated on a per 
machine basis. 

To calculate a true paycheck 
period (the time a machine takes to 
pay for itself) we should be 
considering the cash flows the 
machine generates. Monthly cash 
flow for a particular machine is 
calculated as follows: 


Revenues for the Machine 
—Expenses to Operate the Machine 
Less Depreciation 


Machine Net Income 


Plus Depreciation 
Machines’ Monthly Cash Flow 


Cash flows are then to be used to 
compute a true paycheck period for 
the machine. This is done as follows: 


Machines Cost 
Mon. Cash Flow 


Of course this quick little formula 
makes the assumption that the 
revenues for the machines will 
remain the same over the payback 
period, which may be several 
months. That of course will probably 
not hold true in most cases. 

The problem can be easily cured 
by determining cash flows on a 
monthly basis. Let’s take a look at 
the true payback on an amusement 
machine with $32 per day average 


= Payback Period 


revenues that do not drop over time: 


Monthly Revenues $960 
Less Operating Expenses 160 
Less Depreciation 125 
Machine Net Income $675 


Plus Depreciation 125 
Monthly Cash Flows 


$800 


Machines Cost = $2,500 


Monthly Cash Flow 800 


=3 month payback 


The true payback was 3 months, or 
96 days, when the operator thought 
the payback was 78 days, or 2.6 
months. Not a bad error considering 
he ignored the operating cost. 

But this calculation was for a 
machine with very high earnings, a 
fairly conservative operating 
expense load and earnings that did 
not drop over 90 days. As the 
expense load goes up, the error in 
the payback calculations will 
magnify. The error will also magnify 
as the revenues drop. 

For example, a $2,500 machine 
with $250 monthly revenues appears 
to pay for itself in 10 months, when in 
actuality it will not pay for itself until 
28 months have elapsed if we take 
into account the operating 
expenses. 

Another point should become 
quite apparent from this analysis. 
The purchasing of machines with 
high revenues and quick payback 
periods is a must. As should be 
obvious if you make a mistake and 
buy a machine with low revenues. It 
may never pay for itself when you 
consider the operating expenses 
associated with the machine. 

For example, the above machine, 
grossing $250 per month takes 28 
months to pay for itself. How many 
machines have been good for 28 
months? This also assumes the 
revenues will be the same $250 per 
month for the 28-month period, 
which is also a false assumption. In 
reality the machine will probably 
never recapture its own cost, much 
less contribute to the profitabiltiy of 
the firm. 

So next time someone asks, “How 
long does it take for a machine to pay 
for itself?” —you should respond, “A 
lot longer than you think,” and leave 
them wondering. 


Charles C. Ross is a partner in the 
firm of Innovative Management 
Consultants which specializes in 
consulting to the amusement 
industry. 
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Balloon goes up, marks 22 years— 
‘Lofty’ move for 
J&J Distribs 


J&J Distributors, Inc., of Indiana- 
polis, held its midsummer open 
house with over 450 operators, 
factory suppliers, and guests 
counted in attendance. Joe Flynn, 
president of J&J, welcomed the 
crowd to the 9%-acre, 45,000 square 
foot facility which formerly housed a 
well-known Indianapolis swimming 
club. 

Attractions included a hot air 
balloon, strolling musicians, buffet 
dinner, and a wet bar. Windy 
weather on July 12 prevented the 
ballonist from providing rides to the 
guests, but the party spirit remained 
high. Flynn pronounced the event a 
success and thanked the operators 
for their continued support of J&dJ 
since 1959. 

Kelly Flynn and Pat Harper, sales 
managers, greeted old and new 
customers and showed off the 
attractive facility. The building itself 
was an attraction, with its 9,000 


Advance 


square foot showroom featuring 
solid oak ceiling beams and high 
“cathedral-style” architecture of the 
former country club’s ballroom. A 
walk through the former cafeteria— 
now the electronics and vending 
shop area—led to a view of the 1% 
million gallon swimming pool, once 
the second largest in the U.S. 


Phil Peterson of Peterson 
Vending/Muncie, Indiana, was the 
day’s grand winner of a new Rowe 
jukebox, complete with 100 records 
courtesy of Lieberman’s One Stop 
Records. Charles Anderson of Char- 
Dee Enterprises/Plainfield, was 
presented with a new Williams Alien 
Poker pinball in the open house 
drawing, and Don Hagar of Canteen 
Service/Fort Wayne won a stocked 
serviceman’s tool case given by 
Stern Electronics. 


Industry and distributor represen- 
tatives on hand included Paul 


Huebsch, executive director of the 
manufacturers association ADMA; 
Rowe’s Matt Russ, vice president, 
and John Murname, midwestern 
sales manager; Hal Anthony of 
Valley Company; Ron Manne and 
Joe Steddom, Coinco; Marty 
Glazman, Williams Electronics; 
Steve Shaffer, Shaffer Distributing/ 
Columbus; Tom Campbell, Stern 
Electronics; and a special guest 
Steve Wariner, RCA Records 
recording artist, who attended with 
his brother Kenny Wariner of 
Hall/Nobelsville. 


Bill Brown, J&d’s general 
manager, saw the high turnout of 
Indiana and Kentucky operators as 
“a continued challenge to J&dJ to 
provide top equipment and services 
to our operate family.” 


J&J’s location is 9461 E. 
Washington Street, Indianapolis 
46229; phone 317/899-2530. 


Automatic Sales staff 


adds 30 years’ experience 


Chat McMurdie, Advance Auto- 
matic Sales Co. president, has 
announced the appointment of Don 
Edwards, Pat Russell, and Dave 
Goldner to the sales staff of this San 
Francisco-based, 45-year old, 
distributorship. 

Edwards has been in the industry 
for 22 years, with an area of 
specialization in music and pool. 
“Music is still the backbone of the 
business offering a steady income 
over a long time,” Edwards said. He 
also noted that the new enthusiasm 
in pool tournaments and leagues has 
brought more interest in the pool 
table market and opportunity for 
increased pricing with new games. 

Pat Russell comes to Advance 
from Vendo in Kansas City where 
she spent three years in field sales. “I 
see a positive trend in the vending 
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business in this area,” she said 
relating to her move to the West 
Coast. “The overall economy seems 
strong here. Also, the improved 
products that are available with 
electronic accounting and overall 
higher reliability are well accepted in 
this market.” 

Goldner is specialized in 
amusement game sales at Advance. 
He has been associated with the 
coin-op industry in a different way, as 
the official photographer for Atari’s 
annual distributor meetings over the 
past five years. “I learned a lot about 
the business from the Atari meetings 
and decided it would be a good 
industry to stay with,’ Goldner 
commented. 

After seven years owning a 
photography business and having a 
retail outlet at the Fisherman’s 


Wharf attraction in San Francisco, 
he said he is looking forward to 
working in games sales. “It is a 
dynamic and challenging market that 
I enjoy following and will look 
forward to working more closely 
with the operators.” 

Advance Automatic serves 
northern California, Hawaii, and 
Nevada from its San Francisco base. 
“It is a large area and it is important 
for our sales team to meet with their 
customers as often as possible,” 
McMurdie said. “We want to better 
understand the business needs of 
the operators to offer the best 
possible service. I expect our sales 
staff to help reach this objective. 
Don, Pat, and Dave are all well 
qualified and can give the individual 
attention that our customers expect 
from Advance Automatic.” 
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The following are rankings of the top videos and top pinballs making above average weekly gross collections 
nationwide. The dollar amounts appearing are the average weekly grosses as reported to Play Meter magazine through its 
regular national operator survey, including both arcade and street locations. Games with less than adequate responses (less 
than fifty percent) but with above average collections are so noted. Games not appearing on the poll either (1) did not 
generate over a ten percent response rate to provide an adequate representative sampling or (2) did not register weekly gross 
collections above the national average. Special note should be made that these earnings figures are gross revenues. 
When computing operator revenues, these amounts should be reduced by fifty percent to reflect the most wide- 
spread industry practice, that of granting fifty percent commissions to the location owners. 


TOP PINBALLS | TOP VIDEOS 


| Nine of 21 pinballs (43%) with a response rate Fifteen of 34 videos (44%) with a response rate 

J over ten percent have above average earnings. over ten percent have above average earnings. 
: - Aug.6 Aug. 18 Aug.6 Aug. 18 
3 National average for pinballs .....$98 $115 National average for videos .....$153 $154 
: | 1. EIGHT-BALL DELUXE/Bally $153 $157 1. DEFENDER/Williams ....... $213 $219 
|| * 2. MARS/Gottlieb .............. $159 $156 2. CENTIPEDE/Atari....... ... $189 $218 
| 3. BLACK KNIGHT/Williams ... $136 $134 3. PAC-MAN/Midway ......... $206 $215 
| 4. XENON/Bally ......... VUE ee — $118 * 4. SUPER COBRA/Stern ........ — $209 
5. FLASH GORDON/Bally ....... — $115 5. GORF/Midway ............. $198 $192 
6. SCRAMBLE/Stern.......... $192 $182 
7. ASTEROIDS/Atari......... . $185 $175 
* 8. PLEAIDES/Centuri .......... _ $173 
* 9. WIZARD OF WOR/Midway... — $172 
10. PHOENIX/Centuri.......... $170 $169 

11. ARMOR ATTACK/ 

Cinematronics ............ $183 $155 


Provisionally Rated Pinballs and Videos 


(Above average earning games, with a response rate 
between 10—25%) 


: PINBALLS VIDEOS 

| Provisional Ratings Aug. 6 Aug. 18 Provisional Ratings Aug. 6 Aug. 18 

| VOLCANO/Gottlieb .................... — $183 VENTURE (Ext os osc a — $223 

: PHARAOH/Williams .................. $155 $175 SPACE ODYSSEY/Gremlin ............. — $196 

| EMIBRYON/ Bally. 3 io on ooo, es. $180 $131 OMEGA RACE/Midway ................. _ $195 
FREEFALL/Stern . 0203 orto — $119 RED BARON/Atari ..................... _— $158 


Operator/readers who would like to join the ever-growing numbers of readers participating currently in the 
survey, write: Play Meter, Equipment Poll, P.O. Box 24170, New Orleans 70184. 


CONQUERING 
THE 
WORLD» 


latest facility using electronic technology. 


incessant research and unexpected creation — 
This is our spirit KONAMI. 


Konami: 


Konami Industry Co.,Ltd 


TELEPHONE : 06 -334-0332 TELEX : 5233186 KONAMI J . 
11-1 2CHOME SAKAEMACHI SYONAI TOYONAKA CITY OSAKA JAPAN 


Leon's firm stocks 
Euro kiddie rides 


Three well-known European 

manufactuers of kiddie rides have 

appointed Thomas Leon’s Kiddie- 

Rides America as their exclusive 

importer for the United States. 
The lines are: 


—R.J. Newbrough, which 
produces about 20 different kiddie 
rides in England which are noted for 
detail and finish. 

—Bafco, also of England, with a 
line of six kiddie rides in production. 


—Elektro-Mobiltechnik, with a 
line of 50 different items. The range 
of items produced by Jean Carzani’s 
firm is said to be the world’s largest. 


These 75 products add to half a 
dozen in Leon’s stable, which he 
terms “the largest selection of kiddie 
items and kiddie rides in the world.” 
Along with these exclusive lines for 
the U.S. market, Leon and the 
factories provide an extensive 
replacement parts inventory after 
the sale. 

Leon, formerly associated with 


OWN YOUR OWN 


PUTT-PUTT°® GOLF & GAMES 
LOCATION! 
The world’s most successful franchise 
since 1954 (with over 1,000 courses worldwide) 


offers joint 
PUTT-PUTT ° Golf Courses and Gamerooms 
now with locations in 103 cities. 


For details contact: 
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PUT T-PUTT® Golf Courses are the additive that 
offers longevity to Gameroom success. 
own location with appreciation in real estate. 


NEIL BUIE, Franchise Director 
PUTT-PUTT "Golf Courses Of America, Inc. 
PO. Box 35237 

Fayetteville, North Carolina 28303 
Telephone (919) 485-7131 


eeeeseeeceeuvueeedeeoeseeeeeeeaee@eeeaeee® 


Kiddie Rides USA, opened his own 
firm on April 20, 1981. The executive 
office is located at 3416 Blackhawk 
Road, Suite 205, Rock Island, Illinois 
61201, and the Kiddie-Rides America 
warehouse and service facility is at 
524 Second Street, Rock Island. On 
the staff are Randy Steffen, head of 
service, and Mike Mier, first 
assistand serviceman. Telephone: 
309/788-1637. 

Leon, in the kiddie coin-op 
business for 10 years, said: “Up until 
recently, the old line kiddie ride 
manufacturers were in a _ non- 
competitive situation and did not 
expand or improve their line of 
goods. They produced ‘the same old 
thing’ and little by little, there was 
less and less interest in kiddie rides. 

“Recently, there have been a few 
new aggressive manufacturers who 
have expanded, improved and 
developed more and new kiddie 
rides. I believe I represent all of these 
firms. This puts me in a very unique 
and envious position,” said Leon. 


Own your 


PUTT-PUTT 
GOLF COURSES 


Jim Calore 


Arcade school goes to Philly 


Randy Fromm’s Arcade School 
recently announced the addition of 
another service school, this one in 
Philadelphia and called the Atlantic 
Arcade School, to offer the same 
comprehensive six-day course 
offered at the original San Diego 
Arcade School and at the Dallas 
Arcade School, which is already 
under way in Texas. 

The Atlantic Arcade School is led 
by Jim Calore, known to the coin 
industry as publisher of Star Tech 
Journal, technical magazine that 
deals with electronic games and juke- 
boxes. Calore lives nearby the 
Philadelphia arcade school location, 
in suburban New Jersey. 

The course, entitled “Practical 
Solid State Amusement Repair,” 
stresses the easiest methods to 
repair eletronic games without 
having to utilize expensive test 
equipment. 

Dallas Arcade School’s instructor 
is Nathan Bush, a _ well-known 
service technician from the Dallas 
area. 

The three arcade school’s 
instructors, including founder 
Fromm, have been featured at 
various times as Play Meter’s 
“Coinmen of the Month.” 

For further information on 
enrollment, contact: Randy 
Fromm’s Arcade Schools, 6123 El 
Cajon Blvd., San Diego, California 
92115; telephone 714/286-0172. 


Arizona slots... 
Owning antique slot machines—at 
least 26 years old—was recently 
made legal by the Arizona 
Legislature, as long as the machines 
are not used for gambling purposes. 
However, the collector’s items are 
increasingly hard to find, Arizona 
Business Gazette reported.............. 
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Arizona coin-ops see 
‘desert flowering 


The Phoenix, Arizona area has 
become a rapid growth center for 
electronic amusement games, coin- 
op businessmen in Phoenix observe. 

The growing electronic manu- 
facturing industry in the area has 
brought in persons with a technical 
bent, and many of these flow heavily 
into game rooms at lunchtime and 
after work for a joust with coin-op 
games, observed Mountain Coin 
Distributors’ Brian Olsen in Phoenix. 

West Coast and Midwest 
operators reportedly have _ trans- 
planted to Arizona for its residential 
attractions and to open games and 
vending routes. It is evidently a 
growth area for family operations of 
arcades and game rooms, in Olsen’s 
analysis. 

The assistant manager at 
Mountain Coin/Phoenix talked with 
Play Meter after a Loewen America 
service seminar, held at the 
distributorship in late July. Training 
programs for servicing of micro- 


processor equipment are held 
weekly in morning sessions at 
Mountain Coin, he related. 

“We don’t want to see what 
happened a few years ago, with 
everybody getting in on the games 
boom, but not able to keep up the 
machines,” said Olson. Service 
seminars for operators are staged, as 
well as the microprocessor sessions 
at Mountain Coin. 

In another area of coin-op, Olson 
noted the state’s regulatory situation 
is “very strict about gray area 
games.” Local governments have 
recently loosened up in relation to 
one phase of the game business: 
interchangeable cassettes. Will 
restrictions on this mode have been 
loosened, he related, the inter- 
changeable systems were first seen 
by governing bodies as a means to 
change an amusement machine into 
a gambling machine by the 
substitution of electronic programs. 

—by Ray E. Tilley 


World Wide Distributors’ Michigan branch office recently concluded its first basic 
electronic course. The eight week course consisted of two hour sessions held 
each Wednesday night. The basic course was designed to provide operators with 
an understanding of frequently used electronic components, troubleshooting of 
solid state devices, and the use of multimeters. Branch Manager Jeff Neumann 
reports that operator response was very enthusiastic, “Simply by word of mouth 
the 25 students class was filled and people had to be turned away.” Operators 
from as far away as 200 miles were in attendance. The course was taught by 
World Wide’s Chief Technician Jerry Aiello, and was offered in response to 
operator inquiries regarding the avaliability of basic electronic courses. Aiello 
said, “Our purpose was to enhance the operator’s ability to communicate with 
distributor and manufacturer technicians. Operator response and demand has 
prompted us to offer an advanced course, to be held in October and run through 


November. 
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Pinball pioneer Harry Williams 
celebrated his birthday earlier this 
summer while visiting the offices of 
Stern Electronics, Inc. in Chicago. 
Williams—who pioneered the use of 
electricity in pinball games and was 
the first designer to incorporate the 
use of sound into the game—today 
serves as exclusive design 
consultant to Stern Electronics. 
When asked his age, the “master of 
pin geometry” would only divulge 
that he’s still “in double figures.” 


New idea for 
mall locations 


The Bio-Kiosk by the Bio-Rhythm 
Company was designed to provide 
assistance in controlling the “change 
for the telephone” problem in malls 
and shopping centers. 

Attractively designed in various 
color themes, the Bio-Kiosk contains 
a bill changer and either two or three 
coin-operated Bio-Rhythm machines 
in one self-contained modular unit. 

Bio-Rhythm machine operators 
have found the Bio-Kiosk advanta- 
geous in placing machines in malls, 
according to the manufacturer. 
Malls which normally don’t allow free 
standing machines are expected to 
allow placement of the Bio-Kiosk. 
The bill changer also propels the Bio- 
Rhythm machines to larger potential 
grosses. 

The Bio-Rhythm Company 
displayed this new idea at the 
International Council of Shopping 
Centers show in Las Vegas. 

Series E Logic Board. As of June 
1st, 1981, the logic board put into the 
Bio-Rhythm machines is the new 
Series E board. This new board has 7 
coin capability as well as other 
features. 
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exclusive to the 
Game World Group 


Battle along the seas’ murky depth through coral and 
seaweed to Atlantis while avoiding mines and depth 
charges and fighting off deadly sea creatures and flying 
fish. Destroy the city, make your escape, and accomplish 
the perilous journey home. 


All our games are available in either trim-style upright 

models or table top cocktail models. The cabinets are very 

elegant with a woodgrain finish (Game World was the first 
in Europe with this). 


They have front door opening for easy access and 
servicing. 


All games carry solder point, service light and switch, meter 
isolation switch, full remote volume control (again, a first 
on any video game), twin coin shutes, complete cash box 
isolation for maximum security, bogey wheels for easy 
manoeuverability and also carry a full 12 months no- 
nonsense guarantee. 


Game World — The Future With You In Mind 
So much more, for so much less 
GAME WORLD LIMITED of England is coming to the USA 


GAME WORLD, the leading Manufacturers in the UK, is nowin 
the process of appointing distributors inthe USA and Canada. 


Interested distributors should contact: 

Freddy Bailey 

Chairman of the Board 

The Game World Group of Companies 

Unit 9, Castle Park, NOTTINGHAM, England 

Telephone 0 602 868202/3 Telex 37252 GAME W 


Game World is a manufacturing/operating company and, as such, knows the 
problems that operators in the field come up against. 


WORLD All the features in our games are designed with both the collector and service 
WS GLU3 VAC GROUP engineer in mind. 


Five Years Ago in Play Meter: 
Technical focus 


August, 1976 

The developing video games market 
was in focus in Play Meter five years 
ago this month. Technical articles by 
Bill Arkush explored how the games 
really work, and Coinman of the 
Month was distributor Vic Leslie of 
Cherry Group (and now with 
Sega/Europe) who told of his 
interest over several years then with 
the games with a monitor screen. 


[Copies of Play Meter, August 15, 
1976 issue, are available in limited 
quantity for readers who send $4 for 
each issue, postage paid, to be sent. 
Write: Play Meter, Back Issues, P.O. 
Box 24170, New Orleans 70184. | 


Laura Kreter (then of Taito 
America and now with Centuri, Inc.) 
contributed to that issue a report on 
the Consumer Electronics Show 
held in June in Chicago, writing: 
“Home video game units provided 
the biggest new attraction at the 
show...” Atari and Magnavox 
spokesmen had stated that the 
winter sales figures would be close to 
three or four million of these 
entertainment units. 

Results of Play Meter’s first ever 
operator survey were published in 
the August, 1976 issue. At that time, 
among other findings, the largest 
percentage of operators responding 
to Play Meter’s survey were finding 
pool tables to be their most popular 
tavern location game and pinballs to 


be the most popular in non-tavern 
locations. 

In the news pages: Music 
Operators of Minesota had held its 
first trade show in connection with 
its annual convention in Minne- 
apolis, with attendance at a high mark 
of 150 operators. The Colorado Coin 
Industries association had held its 
first annual convention in Glenwood 
Springs. And Music Operators of 
Michigan had held its first State 8- 
Ball Tournament in Lansing, drawing 
100 competitors from over Michigan 
for the first such statewide pool 
event. 

New products on view in these 
pages five years ago: Buccaneer 
flipper from Gottlieb; Cops ‘N’ 
Robbers driving and shooting action 
game from Atari; Tornado Baseball, 
Midway’s two player video; Flyball 
baseball theme video coming up to 
the mound for Atari; Exidy’s Old 
Time Basketball electro-mechanical 
arcade game; blackjack play on 
Ramtek’s Hit Me featuring four- 
player cocktail table with raised 
game screen; and “the world’s first 
automatic backgammon game” in 
Gammonmaster by Xedar Corp. of 
Boulder, Colorado, in cocktail form. 

In Critic’s Corner, Roger Sharpe 
reviewed the pins: Sound Stage by 
Chicago Coin; Surf Champ/Surfer 
from Gottlieb; Playmatic’s Fiesta; 
and Allied Leisure’s Boogie/Dyn O” 
Myte. 


Universal U.S.A., has introduced a new text fixture for all past and future 
Universal video games. The Universal Model T-4000 test fixture is a complete unit 
which includes all controls, an isolation transformer for a video monitor, and a 
fully protected and adjustable power supply. Other features include a left coin 
switch, coin counter, and internal audio amplifier. The Model T-4000 is shipped 
with a harness for Universal’s current game Cosmic Avenger. Other harness for 
all previous games, are available on request. 
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PLAY METER 
CALENDAR 


September 25-26 
West Virginia Music & Vending 
Association, annual meeting, 
Ramada Inn, South Charleston 


October 6-8 
JAA Convention, International 
Trade Center-Harumi Bldg., Tokyo 


October 7 
Ohio Music and Amusement Asso- 
ciation dinner and drawing, The 
Tangier, Akron 


October 7-12 
Japan Electronics Show, Osaka 


International Trade Fairgrounds, 
Osaka 


October 12-18 
Taiwan Electronics Show, World 
Trade Center, Taipei 


October 14-20 
Korea Electronics Show, Exhibition 
Center, Seoul 


October 15-18 
Enada Show, Rome, Italy 


October 16-17 
Amusement & Music Operators of 
Virginia, annual convention, 
Holiday Inn, Richmond 


October 29-November 1 
NAMA annual convention- 
exhibit, McCormick Place, 
Chicago 

October 29-31 
AMOA Exposition, trade show and 
convention, Conrad Hilton, 
Chicago 
November 25-27 


Incomat Exhibition, Salzburg, 
Austria 


December 9-12 
Forainexpo, Paris, France 


January 18-21, 1982 
ATE, Birmingham, England, 
National Exhibition Centre 


January 19 
Music Operators of Minnesota, 
annual convention, Holiday Inn, 
Minneapolis 


January 21-24 
IMA, Frankfurt, Germany 


March 3—5 
Australias AMOA Convention, 
Hilton Hotel, Melbourne 


March 26-28 
Amusement Operators Expo, Hyatt 


Regency, Chicago 


53 


We women and the 


electronic wwitation 


By Marion Cutler and Gane Pedewon 


We had never been in an 
amusement arcade. That isn’t 
unusual; most women probably have 
not been. Walking through the 
shopping mall past the arcade, we 
registered faintly the impression of 
an electric gauntlet. When we finally 
went inside, it seemed more like an 
assault of noise and light. 

No place to sit, no place to put 
down the load a woman accumulates 
as she goes about her rounds. The 
arcade, though perfectly respect- 
able, offers an atmosphere that is 
antithetical to the woman, and 
perhaps to the adult, looking for a 
moment’s relaxation. 

The adolescent may be in search 
of a high level of stimulation. Frankly, 
we have forgotten. Maybe adoles- 
cents can only plug into an artificial 
and temporary attempt to be 
involved, so they easily plug into 
a machine. Women and adults are 
already plugged into daily stresses— 
plugged into noises and interrup- 
tions and distractions—and are not 
likely to seek them out. 

We seek a place to wind down, 
usually a bar or coffee shop where 
crowds and noise levels are tolerable 
because we can’t face the vacuum 
cleaner after our nerve endings are 
driven to their limits. But we can’t 
absorb too much more stimulation 
either. We want to sit down. We 
want to put down the debris we carry 
around with us. We want to hear 
ourselves think, even if our thoughts 
aren't making much sense. 

So entering the arcade is, to us, 
like visiting a rifle range between 
battles...unlikely. But once, inside, 
rows of machines hustle us, blinking 
and burping. This middle class- 
oriented arcade contains fifty video 
games, eighteen pinball machines, 
and only enough aisle space to 
accommodate a player and a passer- 
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by. On screens, images flash and 
change colors while machines bleep 
or talk, oblivious to anything but the 
dropped quarter. (It is a little mad, 
this vision of a machine talking to 
itself.) 

We drop our purses, try to kick 
them out of the way, and start to 
read instructions. We don’t readily 


A young woman in her 
teens tells us she ‘really’ 
comes to the arcade to 
play Pac-Man. Another 
young girl is transfixed 
on Missile Command... 
for 20 or 30 minutes. 


understand but, since the machine is 
hustling us, we drop our quarters 
and hit the two-player button. The 
machine cares nothing about our 
input beyond the quarters. It starts 
without us, so to speak, and three 
men are killed before we work out 
the logistics of who will go first. (We 
later discovered it would react to our 
action, but if we didn’t act fast 
enough, the game played itself all the 
same. We can participate with the 
damned thing or not, it doesn’t 
matter. All very Kafka-esque.) 
There is a back-up line at the 
Crazy Climber. We watch young 
men try to match the electronic 
pace, jerking at the controls as if 
receiving an electric shock. The little 
green man climbs, angling crazily, 
and occasionally yelling “Ouch” 
when hit by a falling flower pot. 


Lyrical music introduces a white bird 
flying left to right, then right to left, 
bombarding the climber. (If the 
energy were flowing in reverse— 
from the teenager to the machine—it 
appears there would still be enough 
to keep the machine running.) The 
action draws a crowd. Apparently 
the concept of climbing and being 
dumped on is very attractive. 

Next we are at Berzerk, being 
called “Humanoid Intruder.” Our 
task: to move through various 
colored mazes while avoiding walls 
and killing creatures. We don’t do 
well. A twelve-year old boy stops to 
tell us to aim the stick before firing. 
That helps somewhat though the 
stick seems a little out of line for 
firing. Since we’re not used to 
shooting, perhaps it is we who are 
out of line. 

We play three more games—with 
a high score of 680—then grow 
weary of trying to escape a hostile 
world. 

At Pac-Man, we corral a young 
woman in her late teens. She tells us 
she “really” comes to the arcade to 
play Pac-Man. Another young girl is 
transfixed on Missile Command, 
madly rolling the global control, 
shifting her body, her eyes locked on 
the screen. She defends her territory 
for 20 or 30 minutes and doesn’t 
seem to flag at all. 

“Do you play the games where you 
zap space ships and robots?” we ask 
Our new acquaintance. 

“Oh yes,” she assures us, “I just 
like Pac-Man best.” 

She plays a sample game for us, 
explaining the finer points of energy 
consumption and reversals. 

We play six or seven games. So 
far, this game intrigues us more than 
the others. We never completely 
clear a screen, but we get close. 

Perhaps the attraction is the 
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consumption motif of Pac-Man or 
the fact that the player initiates the 
change in rules. (After all, to create 
change but not be be able to dictate 
its end is life-like.) Perhaps _ it’s 
because the machine doesn’t 
verbally insult us; it only issues a 
slow, sinking sound and visual fade 
when the “yellow fellow” dies. 

Perhaps the young woman’s 
enthusiam and demonstration made 
this electronic invitation more 
acceptable. Yet the pace of the 
game, the “hubba-hubba” sounds of 
the white dots being eaten, and the 
chase/be chased motif eventually 
bore us. 

We are replaced at the game by a 
man in his mid twenties who has 
memorized the boards, clears each 
regularly, and scores so high the 
machine can’t register his credits. As 
we leave, he is giving pointers to our 
young female acquaintance. 

We return to Crazy Climber at the 
end of a game and take over. Before 
we have control, the music starts 
and the Climber ascends. We grab 
the sticks and begin the upward/ 
downward motion, but the brown- 
haired man does not move steadily 
upward. He goes down nearly as 
often as up. When we stop to figure it 
out, the machine chides, “GO FOR 


IT!” Ignoring the crack, we listen to 
directions from another twelve-year 
old. Windows slam shut and the 
Climber falls, crying, “Oh, no!” 

After several attempts, one of us 
manipulated the Climber past the 
demon but nowhere near the top of 
the first buidling. “GO FOR IT! GO 
FOR IT!” 

So we go on to the Defender, a 


As women, we know that 
the ante of the game of life 
is not hand-eye 
coordination and speed 
—it is the ability to relate. 
You can’t kill all the 
hostile little creatures... 


classic “It’s you or me” game. What 
is the pay-off? Suppose we avoid the 
mountain peaks, fire furiously, and 
kill all the hostile crafts or creatures. 
Is the reward supposed to be 
survival? Not to us, baby. We don’t 
want to participate in the machine’s 
fantasy, we have fantasies of our 
own. Besides, we’re tired of 
standing. 


Mastering a machine has some 
appeal and some relevance, but of a 
limited kind. As adults, and 
particularly as women, we know that 
the ante for the game of life is not 
hand-eye coordination and speed, it 
is the ability to relate. You can’t kill 
all the hostile little creatures in the 
world; you have to get along with 
some of them, get to know them, and 
figure out what’s on their minds. 

We gather up our junk and our 
purses, and walk out, leaving the 
buzz of battle, the mania of light 
effect, and several dollars. We go 
in search of a machine that permits 
our input, that isn’t obsessed with 
how fast we react, but will respond to 
how we react. Like the human 
machine next to us ona bar stool or 
across the table from us in a coffee 
shop. 

To the adolescent, speed may be 
everything. As we said, we don’t 
remember. But to most women, 
speed is simply a penalty we pay for 
having too much to do and too little 
time in which to do it. Faster isn’t 
better, it is only faster. 

Better is better. We have worked 
eight hours in a climate that isn’t 
exactly wild about our input. We’re 
not about to drop a quarter to be 
insulted or ignored again. e 


a 
Sh 
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A maverick company 
breaks the manufacturers: 
self-reliance trend 


It’s sort of anathema to game 
manufacturers who point proudly to 
the fact they make their electronic 
wonders from the rawest materials. 
Yet when it comes to the payoff— 
where the coin goes in— manufac- 
turers appear to be relying more and 
more on specialists. 

Jim Douglass, vice president of 
marketing for Coin Acceptors, Inc. 
in St. Louis, offers a reason for the 
trend: “The overseas business for a 
manufacturer’s games _ represents 
about twenty percent of his market, 
but it can create about ninety 
percent of the coin problems. And all 
of it is because of variabilities 
concerning the coin door, not the 
game itself.” 

For instance, there are close to 
forty variations relating to coinage 


We’re 


G/N 


GAME-A‘TRON 
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differences between the various 
countries, and appropriate decals 
are needed obviously to designate 
each country’s coinage on the slots. 
So rather than remain largely self- 
reliant, there’s a trend among 
manufacturers to give the whole coin 
door business to specialists. 

It saves the manufacturer the 
bother of having to stock various 
parts to accommodate each coinage 
change. Thus, the manufacturer can 
concentrate his efforts on exactly 
what it is that he does best— the 
manufacturer of the game itself, 
which remained the same despite 
the various adaptations. 

“To let something like the coin 
door be manufactured out of their 
own plants,” said Douglass, “sort of 
goes against the grain of the 


Getting There-- 
In Gaming and Amusements 


factories self-manufacturing con- 
cepts. But the door is a specialized 
thing, and manufacturers realize 
that. The game can be identical in all 
cases, except for the coin door 
because, for instance, of all the 
possible variations needed for 
exporting.” 

It’s for this reason, Douglass 
states, that Coin Acceptors has 
begun actively marketing a coin door 
for this industry. For them, the 
opportunity became a reality with 
the introduction of Atari’s Asteroids. 

In discussions with Atari a few 
years ago, Douglass reveals, the 
subject came up that the Sunnyvale, 
California games manufacturer was 
investigating alternatives concerning 
its coin door. For Coin Acceptors, it 
was a Solid lead which led the way to 
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testing of Coinco doors on some of 
Atari’s Football games in December 
°78 and January 779. 

But it wasn’t until Asteroids was 
produced that Coinco doors started 
to become commonplace. 

For the manufacturer, probably 
the most critical requirement of all 
was the immediate availability in 
large quantities of the coin doors 
already pre-set for the market they 
were manufactured for. 

“But that didn’t present a problem 
for us,” said Douglass, “since this is 
what we specialize in. Availibility is 
immediate because this is what we 
do. So, for us, adapting the coin 
doors for specific overseas markets, 
for instance, is a whole lot easier than 
it would be for a games manufacturer 
who, by nature, is not as well-versed 
in all the coin adaptations.” 

The arguments for going outside 
the factory for the supply of already- 
completed coin doors have hit for 
Coin Acceptors on the receptive 
ears of Centuri, Cinematronics, 
Gremlin, Sircoma, Taito, and Rock- 
Ola, among others. And, Douglass 
hints, there are other games 
manufacturers who may soon join 
their fold. The major hesitation from 
a manufacturer, Douglass relates, is 
that the manufacturer must make 
the committment to change over to 
someone else supplying the coin 
doors. 

For the operator, of course, he’s 
looking for a secure, safe coin door 
which is not going to let players get 
away with fishing for free games. And 
Douglass claims the Coinco doors 
have established a solid anti-cheat 
record. But operators who operate 
their games on token play require 
other things as well. After all, each 
token operation, Douglass relates, is 
something like a miniature foreign 
country with its own kind of coinage. 

Distributors have, of course, 
become very adept in changing over 
coin doors for the token operators’ 
individual requirements. But token 
suppliers have also become 
something of experts on all types of 
coin doors. 

“Token suppliers,’ Douglass 
states, “are perhaps the most 
knowledgeable people around 
concerning coin doors because their 
whole businesses depend upon their 
understanding them.” 

As far as the replacement of the 
coin doors, Douglass points out, one 
of the major selling points for Coinco 
products is that not only do the 
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Immediate availability in large quantities is key to Coinco’s expansion hopes. 


distributors carry and understand 
the products, but Coin Acceptors 
has its own network of distribution 
outlets— sixty in all around the 
United States. And they have also a 
toll-free telephone number (1- 
800/325-2646, the last four digits of 
which spell out COIN) to handle 
service complaints and questions. 
This has also had a definite selling 
advantage for their Coinco products 
because manufacturers don’t have 
to be counted on for every little thing 
that could go wrong with the game. 

As far as Coin Acceptors’ abilities 
to expand, Douglass adds smugly, 
“We’re in good shape.” He points to 
the company’s numerous produc- 


tion plants and suggests the 
company sees still more possibilites 
and avenues for its products. “We're 
not blind to the possibilities we have 
here,” says Douglass. If electronic 
data recording becomes seriously 
considered by this industry, we are 
not blind to the fact that we’ll already 
be in there with the coin door itself. 
We could easily expand our product 
to include an electronic data retrieval 
system.” 

Interestingly, Coin Acceptors is 
already marketing a data retrieval 
system to the vending industry. 

It’s an interesting thought and may 
herald the wave of future games and 
the operation of them as well. © 


Trieman checks out the assembly line with Richard Moger, plant manager of 
Coinco’s Mountain View, Missouri factory. 
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Rock-Ola in domestic market 
with new video from Namco Ltd. 


By Ray E. Tilley 

A distinctive new video game with 
the curious name Warp-Warp has 
been released in market samples by 
Rock-Ola Manufacturing and will be 
the first of an unspecified number of 
game products to be manufactured 
by Rock-Ola under license from 
Namco Ltd. of Tokyo. 

Introduction in the United States 
of Warp-Warp, which features the 
ability for a player to “warp” himself 
between two “worlds” which 
represent two different play patterns 
in the game, was planned for 
coinciding with its introduction in 
Japan by Namco. 

Rock-Ola officials said they were 
confident that Warp-Warp “has 
what it takes to prove itself worthy of 
the best of Namco’s past successes, 
such video greats as Galaxians and 
Pac-Man,’ said a Rock-Ola 
announcement. 

The game, characterized as “the 
challenge of two worlds,” in 
reference to its two different 
playfields “Space World” and “Maze 


World,” was also timed to hit the 
domestic market after a period when 
American manufacturers marketing 
in Europe were facing a _ steep 
increase of parts costs on the 
Continent, said Dr. David R. 
Rockola, senior vice president/ 
marketing. 

So, in line with the company’s high 
hopes for its entry into the domestic 
video market, its new game was 
expected to bea “star” of Rock-Ola’s 
national distributors meeting, slated 
for September 21 at Kiowa, near 
Charleston, South Carolina. The 
slogan of the meeting will be “The 
Challenge of Two Worlds’’— 
referring not only to the “dual 
worlds” play of the game, but also to 
Rock-Ola’s intention to bolster its 
place in the jukebox market, said Dr. 
Rockola. New phonograph debuts 
from the 50-year-old firm are 
regularly made in the fall meeting for 
distributors. 

In the video works, meanwhile, the 
Chicago producer was evidently 
gearing to originate its own game 


products in the near future. “We 
have established the nucleus of a 
special engineering group for that 
purpose,” said Dr. Rockola. 

For its first game for U.S. sales, 
the licensing agreement was finalized 
in mid-June by Rock-Ola’s President 
Donald C. Rockola, Dr. David 
Rockola, and Namco’s Hideyuki 
Nakajima, Namco’s director of 
international marketing. Nego- 
tiations had been proceeding, 
however, for about two months and 
Rock-Ola reportedly had rejected 12 
other “good video games” offered by 
the leading Japanese coin machine 
manufacturer since June of 1980. Dr. 
Rockola said this fact underscores 
his company’s confidence in Warp- 
Warp as anew product introduction. 

Hugh J. Gorman, Rock-Ola’s vice 
president and director of sales, 
predicted that this product “is 
destined to become one of the most 
successful video games in 1981-82, 
and Rock-Ola anticipates a heavy 
back-order position for many 
months to come.” 
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TECHNICAL TOPiCS 


PROGRAMMED TEST No. 3 
Complex Logic Elements 


[Note: Lesson 3 appeared in Play Meter, September 15 issue] 


Editor’s Note: The material below is a serialization of the Kurz Kasch correspondence course for electronics, 
designed specifically for the coin-operated amusement industry. This course is copyrighted and owned by 
Kurz Kasch of Dayton, Ohio and its reprinting is being sponsored jointly by Kurz Kasch and Play Meter magazine. 
This material is authorized for publication exclusively in Play Meter magazine. 


Instructions: The purpose of this test is to guide you step-by step 4 
through actual circuit design problems. Also, many of the tests in 
this series will provide you with additional design technique. YOU ARE INCORRECT! 


Most important, these tests will provide you with a gauge to 

establish your degree of understanding of the material covered in 

the text. The test is programmed. Start at block one and then Refer to the text and return to BLOCK 15. 
follow the numbered instruction associated with your answer. 


1 <) 


Draw the symbol for a two-input NAND gate and complete 


the truth table. A 
GO TO BLOCK 14 7 X 


Truth Table 


Truth Table 


Did you get the same results? If not, donot go on but 
check! 

Draw the symbol for an exclusive OR gate and complete 
the truth table. 


a GO TO BLOCK 16 


YOU ARE CORRECT ! 


Truth Table 


— X 
Draw the truth table for this logic circuit. 


GO TO BLOCK 17 


6 


Truth Table YOU ARE CORRECT! 


Design a three-input logic circuit to give an output X = 
(A+ By sc. 


7 


Breaking the output statement into its major components, 
we have (A + B + C) AND’ed with C thus: 


GO TO BLOCK 12 


YOU ARE INCORRECT! (A+B +C) es a 
a X={A+B 4G) GC 
Refer to the text and return to BLOCK 10. C 
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Next, we must account for the negation of (A + B + C) and 
the negation of C: 


[A 4B CG] 


XA BSC) 6c 


Next, we account for the OR’ing of A, B and C. 


(AB. FC) 


(A+. B+. CG) 


y 


— >> 


X=(A+B+C):-C 


Finally, since we have two C inputs, we can tie them to- 
gether. 


A 
B 
C 


The circled part of the circuit is simply a NOR gate, so 
our completed logic circuit Is: 


Om > 


If you did not get the same result, check your work before 
proceeding. 


Design a three-input logic circuit to give an output X = 
(A - B) + (A) + (C). 


GO TO BLOCK 19 


8 


Again we start by labeling the logic circuit. 


AQ— 


BO 


The preliminary truth table should include: 


1) The inputs A and B 

2) The intermediates B, A, A-B,B- 
(A.-B)+(B- A) 

3) The output X = (A-B)+(B- A) 


>I 


Cnt 


Proceed by filling in column by column from left to right. 


Truth Table 


The truth table should look like this when completed. Re- 
member, X is the complement of Column 7. 


Truth Table 


ee EE 


Leaving out the intermediates, the completed truth table 


should be: 


It is interesting to note that this circuit gives a logic 1 
output ONLY when A = B. /t can be used to compare two 
inputs to see if they are equal. The circuit is called an 
EXCLUSIVE AND gate. 


Draw the truth table for this logic circuit: 


'?) 


GO TO BLOCK 15 


9 


Since the entire output statement has been negated, we 
must account for that first. 


> 
+ 
ice) 
ww 
0 
>< 
ll 
Sy 
+ 
Q 
eel 
eo 


Next we can break up the remaining statement-into three 
AND ’ed terms. 


—— } y P 
C 4 — 
A a 
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Next, we account for the negation of (A + B) and the 
negation of B. 


Now we can account for the OR’ing of A and B. We shall 


also account for A in the same step. 


4 


Finally, we can tie the two B inputs together, replace the 
OR — NOT combination with a NOR gate, and replace the 
AND — NOT combination with a NAND gate. 


In order to draw the truth table, we make reference to 
fig. 4. The truth table must include: 


1) The inputs A, B, and C 

2) All the intermediates A, A + B, 
(A+B): B-C 

3) The output X =(A+B)-B-C 


D| 


+ B, B, and 


Since there are three inputs we must have 23° rows. 


Proceed by filling in column by column from left to right. 
Truth Table 
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The truth table should look like this when completed. Re- 


member, X is the complement of Column 8. 


Truth Table 


Leaving out the intermediates we have the completed truth 
table. 


If you did not get the same result, check your work before 
proceeding. 


Design a three-input logic circuit with two outputs: 
X7 = [C4 CA] 
Xo = [A-(A+B)+A-Bl-(C+CAl] 


GO TO BLOCK 78 


10 


YOU ARE CORRECT! 
What function will an AND gate perform in negative logic? 


a. NAND 
b. OR 


11 


YOU ARE INCORRECT! 


GO TO BLOCK 3 
GO TO BLOCK 6 


Refer to the text and draw a truth table for both NOR and 
the negated input AND. They should be identical. 


RETURN TO BLOCK 16 


12 


We start by breaking the output statement into its major 
components; that is (A - B) is OR’ed with C, thus: 


ae = 
_ X= {A> B) -C 
C 
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Next, break up the remaining statements. Truth Table 


A 
B 
CG 
This is how the complete circuit should look. If you did Notice that we have found that the output does NOT depend 
not get the same resu/t, check your work before proceeding. on the condition of the inputs. It is always logic zero. In 
other words, we have shown that the given logic circuit 
Design a three-input logic circuit to give an output: could be eliminated. 
XM 2. {ALE SC) oC Truth Table 


GO TO BLOCK 7 


13 


Start by labeling the logic circuit. 


A 
The preliminary truth table should include: X 
1) The inputs A and B B 
2) The intermediates A+B, A-B, A+B ‘ 
3) The output X =(A+B)-(A- B) GO TO BLOCK 8 
Proceed by filling in column by column from left to right. 14 
Truth Table Truth Table 


Did you get the same results? /f not, do not go on but 


check! 
The truth table should look like this when completed. Re- 
member, X is the AND ‘‘product’’ of Columns 4 and 5. Draw the symbol for a NOR gate and complete the truth 
table. 
Truth Table GO TO BLOCK 5 


Truth Table 


Leaving out the intermediates, the completed truth table 
Should be: 
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15 | /7he truth table should look like this when completed. Re- 
member, X is the complement of Column 7. 


Start by labeling the given logic circuit. 
Truth Table 


XS (A 2B) 4.0 


The preliminary truth table should include: 
7) The tnputs A, B, C and D 
2) The intermediates A, A-B-C,(A-B-C)+D 
3) The output X =(A-B-C)4+D 


Since there are four inputs, we must have 24 rows. 


Ou 
=a 
6 
oes 
0s! 


I 


oO — — — — — 


I I I 
Proceed by filling in column by column trom left to right. 
Leaving out the intermediates, we have the completed truth 


Truth Table table. 


Truth Table 


——— i rs 


-| 


If you did not get the same result, check your work before 
proceeding. 


8 es rae aeaen 
‘fele| | |_| _ pofo pepe 
ralitetal. 1... ft pot Toto 
Le a pees ot 
rete [fet | | _. _ reper te 
Oe pepe 
r:fefofe| | |_| Esco EE 
vs es ere 
fesdedeee ie se 
Prfoliie| | |_| — ace we 
A pf foto 
Pier rir ee oe a pep f of 
ee Rabe ee es 
i fifef:] | | | 
TIPsEIEA rae al 


| 
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What type of gate permits us to easily change from positive 
logic to negative logic? 


GO TO BLOCK 4 
GO TO BLOCK 10 


a. EXCLUSIVE OR 
b. NOT 


Truth Table 


Did you get the same resu/t? /f not, do not go on but check! 


The negated input AND gate functions in the same way 
aS a s-24 


GO TO BLOCK 17 
GO TO BLOCK 2 


a. NAND gate 
b. NOR gate 


17 


Perhaps the best way to approach this problem is to label 
the logic circuit thus: 


We proceed by drawing the truth table including all the 
intermediate points: 


Now we can fill in the columns, starting from the left side. 
Truth Table 


The truth table should look like this when it is completed. 
Remember that X is just the OR ‘‘sum’’ of Columns 3 and 4. 


Truth Table 


Finally, we can leave out the intermediate conditions. The 
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completed truth table shows only the input statement and 
their associated outputs. 


Truth Table 


GO TO BLOCK 173 


18 


If the student pays careful attention to the problem, he will 
notice that X7 is part of the solution for Xo, that is: 


Xo = [A-(A+B)+A-B]- Xy 


In other words, we can momentarily disregard Xj since it 
will be available as part of Xo. 


Breaking Xo into its two AND’ed components, we have: 


nee a 
ZS X2 
Cot CHA 


1 


Since each input in fig. 1 is OR’ed, we add two OR gates: 


Notice as we previously mentioned, X71 is now available at 
one of the OR gates in fig. 2. 


We continue by adding three more AND operations. 


A A (A +B) 
(A+B)JO 


A (A +B) +(A-B) 


) > 
ex 
GO 
) >> - 
®@ C-A 


C+iC+A) 
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Last, we need an OR gate and two inverters. At the same 


time we can tie together al! the A inputs, all the B inputs, 


and all the C inputs. 


A-(A+B)+A-B 


The logic circuit in fig. 4 will then perform all the opera- 
tions required. 


You have completed the test for lesson three. However, 
before going on you should review any area in this lesson 
you do not fully understand. 
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Since the entire output statement has been negated, we 
must account for that first. 


(A-B)+A+C 


X = (A - B) + (A) + (C) 


Now we can break up the remaining statement into three 
OR’ed terms. 


Now We're 


(AB) +A +C 


X = (AB) + (A) + (C) 


Next we account for the AND’ing of A and B. 


Yr wD SY 


Finally, the two A inputs can be tied together and the OR— 
NOT combination may be replaced by a NOR gate: 


If you did not get the same result, check your work before 
proceeding. 


Design a three-input logic circuit to give an output X = 
(A+B)-B-C. 


GO TO BLOCK 9 
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Critic’s Corner 


By Roger C. Sharpe 


As I have been documenting in 
these past months, pinball in indeed 
going through changes that have 
helped elevate playfield design as 
well as the integration and 
importance of programming. What 
has been evident is that almost every 
effort has offered its own subtle 
touch of differentiation separating it 
from the past and leading to future 
modifications and improvements. 

Gottlieb, in particular, is a good 
example of this, especially in the light 
of its last two models. Here is a 
company that has taken a step by 
step and game by game process in 
trying to achieve that mix of 
technology and features in attracting 
the players. But it is only with Mars 
and now Volcano that it seems to 
have gotten everything together. 

Maybe part of the reason has been 
the return to standard playfield size 
and the utilization of the available 
space with some design features 
that are multifunctional, as well as a 
better use of space on a big game 
format with Volcano. 

On Mars | was extremely 
impressed with the “Stargate” that 
either allowed the ball to travel up 
through the tube or under and back 
up to the top lanes. A simple touch, 
yet highly effective and something 
that hopefully will be used again on 
future games and maybe even in an 
updated or modified version. 

But then Gottlieb’s hasn’t been 
alone in trying new things; all the 
manufacturers have taken caution to 
the wind and are branching out with 
different creations. However, 
Gottlieb has always had a special 
place in many people’s hearts. I can 
still remember that devoted following 
and how they waited for the 
company’s entrance into solidstate 
and their reaction to Cleopatra. In 


Pinball bustin’ loose 


many ways, the company is once 
again experiencing that same kind of 
impact as it seemingly has shifted 
into high gear to get its products 
competitive. 

In fact, I tend to view Mars and 
now Volcano as Gottlieb’s entry into 
the present and compare them to 
“Cleo” and Sinbad in terms of how 
they'll eventually be viewed as a 
turning point in the company’s 
pinball fortunes. 

Admittedly, there is still along way 
to go and the other manufacturers 
aren't sitting idly by waiting for 
Gottlieb to take the lead, but the 
competition is heating up. There’s 
Stern’s double-level Split Second, 
which will be on view here next isstie; 
Bally has readied its next two games, 
Fathom which also should be on 
view next time, and Medusa; while 
Gottlieb is getting ready its next and 
Williams is soon to follow up 
Pharaoh.” 

The feeling is that, although 
everyone is forging ahead, the real 
turning point could well be the 
AMOA show which is just around 
the corner and usually the setting for 
some unique attractions. In the 
meantime, the class of fall 81 seems 
to be ably represented as the year 
continues to support the idea that 
pinball in general continues to gain, 
although not at the rate video is 
enjoying. 

For the present, maybe the most 
important thing for any operator is to 
be very selective of all equipment 
purchases. Obviously, there is a 
greater overlap regarding video and 
the imitation of themes, although 
this may tend to lessen the risk of 
choosing one game over another. 
However, with pinball, it’s still a 
matter of trial and error that’s more 
dependent upon player desires at 
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each individual location. 

Anyway, the beat goes on and with 
it the time to take a closer look at 
Gottlieb’s newest. 


Gottlieb’s Volcano 

This follow-up to Mars continues 
the graphic treatment, but adds 
some novel playfield touches that 
must be played to be fully 
appreciated. It’s a good, solid 
package on all counts, although, the 
scoring is still of the six-digit variety, 
about which enough has been said 
by this writer in the past. 
PLAYFIELD: It’s a center entry for 
the ball off the shooter, but even this 
has been modified by a little 
revolving piece that moves the metal 
form, changing the angle of the ball 
as it enters onto the playfield. This 
can be done when the device is in 
motion, or it can be stopped at a 
desired point by a green flipper 
button on the right side of the 
cabinet just next to the standard 
flipper button. 

From this point, the game features 
a bank of five drop targets at the top 
left, with a flipper over to the right 
and a kick-out hole just above. Move 
over and there’s an interesting twist 
on a theme which brings “skee-ball,” 
only this time ona pinball machine. A 
sloping set up of four holes (Craters 
1 through 4) along with compli- 
mentary lights, which can be 
stopped in their sequence from that 
right side green cabinet button, is a 
self-contained area that is really the 
primary part of the game. 

A ball entering any of the holes 
when lit is captured under the board 
for the potential of three-ball, 
multiple-ball play. If a ball enters at 
the “wrong” time, it’s suddenly shot 
out from the left side of the field 
similar to those old baseball arcade 
games of the past. 

Meanwhile; back to the layout: a 
yellow target is at the left of the entry 
to the “skee ball” area with a five 
bank of drop targets just below at the 
right. Two thumper bumpers are in 
mid-field, and the metal “trap” for the 
balls coming out of the playfield is 
just in front of aspinner that leads up 
and around behind the top targets 
(hidden by plastic overlays) and over 
to that top kick-out hole. Also at the 
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left side of mid-field is a shorter little 
kick-back that offers extra ball when 
lit. 

The bottom is an_ interesting 
variation in that it offers two thumper 
bumpers just above the kickers 
leading down to the flippers. The 
right side has a gate thrown in to save 
“lost ball” although a little rubber- 
ringed post does provide some 
rebounding possibilities to keep a 
ball in play. 

The left side, with a square target 
just above the bumper, offers a 
conventional lane leading down to 
the flipper, as well as an outside lane 
that features a “ball save” when lit 
that’s activated by a green flipper 
button on the left side of the cabinet 
and must be timed if the player is 
going to be able to propel the ball 
back from death and out to the field. 
ANALYSIS: Volcano is an intriguing 
game that offers some non-stop 
action as well as plenty of skill shots 
and precise timing. All the drop 
targets on the board have lights in 
front, and getting appropriate 
targets at the right time or finishing 
off the banks can mean activating the 
bottom gate and ball save as well as 
increased point totals. 

But the focal point is to get multi- 
ball play by shooting to the skee-ball 
top right area. There are some nice 
long shots from right to left and left to 
right as well as a fairly full 
complement of reverses, with two 
multipliers tied into the action for 
outhouse bonus as well as the multi- 
ball play value. And the added two 
bumpers at the bottom insure fast 
paced action on a board that’s fairly 
well balanced and fully utilizes its 
available space. 

GRAPHICS: The backglass ap- 
proach begun on Mars by Gottlieb 
continues this time, appropriately 
enough, with a volcano erupting 
upward to an array of red lights that 
adds to the overall effect. It’s 
prehistoric times and the theme is 
carried through on the playfield as 
well as with the sound effects, 
including flashing lights on the 
playfield when there’s multi-ball play. 
And the addition of speech with “lave 
rising” and “eruption, eruption” are 
all a part of a total package that’s as 
complete as it can be. The primary 


Changin 
your address? 


Don’t miss your copy of 
PLAY METER. Attach the 
address label from the most 
recent issue received in the gray 
field immediately below and give 
us your new address in the space 
provided. Happy movina! 


ATTACH LABEL HERE 


MAIL TO: Circulation Department, PLAY METER. 


P.O. Box 24170, New Orleans. LA 70184 


NEW ADDRESS 


Name 
Address 
City 
State 
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‘How the game’s back legs are set up is important: too great a slant 
takes away much of the action, and too little can cause sluggish play.’ 


reds and oranges only enhance the 
eye-catching quality of the game. 
PLAY: Once again we’re faced with 
the limitations of a six-digit display 
and a game that can score in the low 
millions—admittedly, not on a 
frequent basis, but often enough to 
warrant some type of indication. 
There is the switch to reset high 
score to date when it hits some point 
in the high 900,000’s which bounces 
it back to something far less, but still 
and all, the scoring is there for the 
player who gets hot. For this reason 
alone, you'll probably be better off 
with two limits. On extra ball play a 
400,000 start followed by 700,000 
about 100,000 to 200,000 points for 
each. 

PROS & CONS: Volcano isa strong 
game that’s really only hindered by 
its six-digit displays, although getting 
over a million isn’t the easiest of feats 
even in extra ball areas. | like the 
center metal trap for shooting the 
balls out, although this should be 


AMUSEMENT 
PARK 
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checked from time to time to make 
sure that the balls are heading for the 
flippers, rather than through them, 
which is something I’ve encountered 
at a variety of locations and can bea 
real turn off. 

Also, how the game is set up in 
terms of back legs versus front legs is 
important: too great a slant takes 
away much of the action and too little 
can cause the game to be sluggish. 
But the balance of targets and that 
top right area are perfect for 
shooters who like to make precise 
shots. In fact, there’s really 
something for everyone on the board 
and it’s gratifying to see that Gottlieb 
is continuing to improve. However, 
Mars as a game is probably more 
satisfying to play over the long haul 
just because of layout and the array 
of shots and features. 


RATING: ###, 


All things being equal, what should 


TOKENS e TOKENS e TOKENS 


(STOCK AND CUSTOM) 


FOR ALL MAKES OF GAMES, 


TURNSTILES & VENDING MACHINES 


PRIZE REDEMPTION & TRADE CHECKS 


CASINO SLOT & GAMING COINS 


Phone or write for catalog & samples 


VAN BROOK OF LEXINGTON, INC. 
P.O. BOX 5044, LEXINGTON, KY. 40555 


606/231-7100 


be interesting is what the show 
equipment is going to look like as the 
month winds down. There is that air 
of expectation not only for pinball 
but also video and whose show it will 
be. At the time of this writing, I have 
to be content in just anticipating the 
changes as well as the start of the 
second baseball season and the 
knowledge that football season is 
fast approaching with the hope that 
Vince Evans and Walter Payton can 
carry the Bears to the top of the 
Central Division and that, somehow, 
the Bulls can make progress in the 


NBA. 


Otherwise, there’s the concern of 
the economic conditions of the 
country and whether the industry 
will begin to feel the impact and the 
increasing encroachment of home 
entertainment and how that might 
ultimately have its effect. But that’s 
off in the future. For now, as always, 
be well and prosper. 
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Fighting your way 


to Luna 


Taito America and Nichibutsu USA 
have each introduced a new video, 
Moon Shuttle, which poses the 
mission of defeating the “Prince of 
Darkness” who mysteriously 
multiplies his forces. 

The game introduces a new 
“continuous play” feature: at any 
time during the game and at any 
number of times, a player can add 
another coin to receive an additional 
number of ships and play, stated 
Taito product literature. 

Beginning the one- or two-player 
game, the player shoots through the 
Meteor Belt using the space ship’s 
cannon and avoiding the oncoming 
rocks with the control lever. 
Sometimes hidden in the meteors is 
a miniature rocket; shooting it down 
awards an extra space ship. 

Various enemies pose their 
challenge before the next level is 
reached. Guarding each level is a 
meteor belt which increases in 
speed, the farther the player 
proceeds. 

The “ultimate challenge” is met at 
the farthest level, where the. Blob 
Man is met fact-to-face. His power is 
to split up and attack the space ship 
with his remaining parts. Rein- 
forcement rockets also try to attack 
the player’s ship. 

New sound and colorful displays 
are features of Moon Shuttle, which 
is available in 14 inch and 20 inch 
monitor tables and two sizes of 
uprights from Nichibutsu. 

Moon Shuttle from Taito 
America is offered in upright and 
“Trimline models.” 


Omega Race 
In high gear 


Omega Race video game from 
Midway Manufacturing features 
star-like enemy units in an energy 
field. The Omega player “pilot” must 
maneuver his fighter ship to out- 
shoot and destroy the steadily 
attacking aliens and the deadly 
mines they drop in his path. An 
aggressive pilot will go after the alien 
“droids” and Command Ships to 
score extra points. 

Special attention must be paid 
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when engaging the enemy Death 
Ship target. This alien appears at 
random and has greater speed and 
maneuverability than ordinary 
droids. Its hyper-accelerated attack 
is cued and accompanied by special 
sound effects. Its tactic is to bump or 
shoot to demolish the Omega 
fighter. 

The Omega fighter is aimed and 
directed by a Rotation Control 
Knob. It is powered and propelled by 
a Thrust Button that can be handled 
for slow or fast speed throughout the 
energy field. The Firing Button, 
when hit, unleashed destructive 
missile blasts. Clearing the screen 
earns continued play and a bonus 
Omega fighter is awarded at high 
score levels. 

Midway’s Omega Face is made in 
four models: One-or two-player 
standard upright, Midway’s space 
saving Mini-Myte, cocktail table style 
with flip flop screen, plus single 
player “sit-in capsule” model for 
arcades and game rooms. 

Omega Race offers an increase 
price of play at the player’s option— 
Operator adustable. A single coin 
gives him the standard number of 
fighters. Two coins give him double 
the standard number of fighters plus 
a bonus fighter. A high score player 
can also produce his intials and score 
which remain on the screen for all to 
challenge. 

Special screen display reveals 
research information to guide the 
operator regarding play activity in 
the game such as: high score-1 or 2 
credits, number of 1 or 2credits, and 
other data. Details are contained in 
the technical manual. 


The adjustable 
Cosmic Avenger 


Cosmic Avenger from Universal 
USA features a new 8-directional 
joystick, colorful graphics, and 
sound effects that constantly 
reinforce the players’ interest. 

Ten different targets are featured, 
including the highly elusive, flashing 
“X” stations, which when destroyed 
allow the player to guide his 
spaceship through miles of “safe 
passage.” The accumulation of miles 
traveled is recorded on the bottom of 
the screen as an additional player 
evaluation besides the conventional 
ranking based upon points scored. 

Cosmic Avenger also features an 
all-new hardware system which 


contains “dip switch” flexibility, 
allowing the operator to not only 
adjust the number of ships per game 
and the point level needed to obtain 
bonus ships, but to adjust the actual 
“level of difficulty” of the game itself. 
This means that the operator, after 
the game has been on location for an 
extended period of time, can 
increase the difficulty level in order 
to cut down on playing time once the 
players begin to “master” the game. 
There are four “levels of difficulty” to 
choose from. 


Battery back-up 
on Status games 


Status Game Corporation, Newing- 
ton, Connecticut, has introduced 
four new games, all available in 
cocktail tables or formica wood- 
grained upright cabinets. 

The videos are Status Games’ 
Draw Poker, Black Jack, Video 
Roul-ette, and Chuck O’ Luck, all 
with color monitors and featuring 
battery backup in case of power 
failures. 

Status Games, a newly founded 
company, announced that service 
manuals are provided for these new 
videos, and a warranty is set for 
them. The games are intended for 
amusement purposes, according to 
Status Games, but cash payout can 
be provided, through special order, 
for areas where payout is legal. 

For further information, contact 
Status Games, 45 Spring Street, 
Newington, Connecticut 06111; 
phone: 203/233-5581. 


underwater 


Bally Pinball Division announced the 
release of Fathom, a multi-ball 
pinball game with its challenge of a 
series of color-coded playfield 
features, either blue or green, anda 
multi-ball system, involving up to 3 
balls at a time. Depending upon how 
many balls are in play, all playfield 
values can double or triple. 

Play begins with the top A- B- C 
rollover lanes, with lane lights that 
can be rotated by the right flipper 
button. Each completion of the lane 
sequence qualifies other lanes for 
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STRATEGIES 


for making sure you get to read 
your own copy of PLAY METER 


Stratagem No. 1 in a series: 


Create a diversion 


“The Russians are coming!?”’ 
OP... 


You can fill in the coupon below for easy, direct delivery of Play Meter 
to your home, twice monthly.* Send check for only $25 for 24 issues! 


COMPANY 
ADDRESS 


i a a ee ee STALE AS ZIP 


Check one 
C1) Operator QO) Distributor (1) Manufacturer 0 Support & Supply O Other 


*Please allow 4—6 weeks for receipt of first issue. 
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points and Specials. 

The playfield offers an unusual 
challenge with its two sets of in-line 
drop targets. These color-coded tar- 
gets drop only after a ball is captured 
in either saucer trap. These balls are 
released by hitting the blue or green 
in-line drop targets. These targets 
can also be activated by remote 
control from the left side drop 
targets, which also multiply the 
bonus from 3X through 5X, when a 
ball is not captive. 

Players continue through Fathom 
by a series of three drop targets. 
Knocked down in sequence, these 
targets light the extra-ball stationary 
target and advance the lit bonus 5 
times. There is only alimited amount 
of time to hit it. 

Fathom includes a voice mode 
that reinforces players’ shots, anda 
beautiful blue underwater theme 
that helps to create the complete 
pinball environment. 


Rock-Ola's door 
In space 


Rock-Ola’s new video game, 
marketed in the United States under 
license from Namco Ltd., Warp- 
Warp is nicknamed “The Challenge 
of Two Worlds.” 

The game incorporates two 
different playfields, “Space World” 
and the “Maze World,” and the 
player must defend himself against a 
myriad of colorful imaginary 
monsters on the raster-type 
monitor. Depending on his skill, 
strategy, and preference, the player 
can alternate back and forth 
between one world and another by 
entering the Warp Zone located in 
the center of each of the worlds 
when it is flashing. But he soon finds 
there is no true sanctuary in either of 
the worlds. 

The object of Warp-Warp is to 
score points by defending oneself 
and destroying the attacking 
monsters. In the Space World, both 
monsters and the player are armed. 
Points are awarded according to the 
color the monster has changed to as 
it moves across the screen and 
toward the Warp Zone. By 
consecutively defeating monsters of 
the same color, the player gets 
special bonus targets in three 
mystery monsters: a green frog 
(worth 500 points); a blue octopus 
(1,000 points); and a purple lobster 
(2,000 points super bonus). 


Ve 


In the Maze World, the player 
does not shoot but instead drops 
“time delay bombs” in an effort to 
destroy his pursuers. He is awarded 
points by the number of monsters he 
destroys with one bomb. 

Warp-Warp can be played by one 
or two players and it increases in 
speed as each “regiment” of 
monsters is destroyed. 

The player is represented by a 
“fighter” and the number is operator- 
adjustable from two to five fighters 
per game. The game is available in an 
upright cabinet or a new 19-inch 
cocktail cabinet. 


Red Baron 
upright appears 


A new upright cabinet version of Red 
Baron was recently introduced by 
Atari, Inc. Red Baron is a first- 
person, aerial-combat game that 
creates a three-dimensional illusion 
of attacking enemy planes and 
blimps on Atari’s exclusive 
QuadraScan “3-D” video display. 

A special feature of this new 
upright arcade version is Skill-Sense, 
which automatically adjusts the 
game according to the skill level of 
the player. The feature thus 
maintains a consistent average game 
time. Using Atari’s QuadraScan 
video display heightens the aerial- 
combat experience by creating a 3-D 
illusion of attacking planes and 
blimps against a ‘‘realistic’’ 
backdrop. 

Other features include a_high- 
score table with non-volatile 
memory. The ten best scores are 
displayed with player’s initials. The 
non-volatile memory remembers 
and agin displays the top three 
scores, even after power interrup- 
tion. To maximize earning power, 
the operator has the option of four 
adjustable bonus levels and game 
“lives.” 

Operators can order Red Baron in 
both sit-down and standard upright 
arcade versions. 


For ease of 
price changing 


Equipment Systems and Devices, 
Inc., Philadelphia has introduced its 
new GX5 Adjustaprice 5 Coin Slide 


available for immediate delivery. 
Vend prices change up or down in 
one step. “The total up and down 
price flexibility of the GX5 solves 
price increases, price decreases and 
price features simply in seconds with- 
out disassembly” according to 
product literature. 

The ESD GX5 fits all existing and 
currently manufactured extensions 
with nothing extra to buy. It’s 
complete with price decals and is 
available factory pre-set according to 
the operator’s current vend price 
choice. 

The GX5 features a delayed coin 
drop to reduce funnel jams, plus 5 
independent locking edges to check 
coins, helping to eliminate forms of 
cheating. 

The model GX5-110 provides 
vend prices of 10¢, 25¢, 35¢, 50¢, 60¢, 
75¢, 85¢, $1.00, and $1.10 and it’s 
convertible up to $5.00 for less than 
$5.00 cost. 


Digital tester 
Signs In 


Kurz Kasch’s new ROM Test II 
digital circuit tester allows reading 
only one signature to determine a 
“good” or “no good” test. The 
manufacturer claims the ROM Test 
II reduces testing time approxi- 
mately 2 seconds, with its one-step 
verification. 

Testing of 64K devices would 
normally require probing 80 data 
lines and reading 80 signatures, said 
Kurz-Kasch product literature. Now 
any read-only memory up to 128K 
can be tested with no probing, and 10 
signatures verify operation. 

Further details are available, anda 
demonstration can be arranged, by 
contacting Kurz-Kasch, Inc., 2271 
Arbor Boulevard, Dayton, Ohio 
45439; telephone 513/299-0900. 


ROM Test II/Kurz Kasch 
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ASSI¥ LED 


Because of widespread and growing violations of U.S. copyright laws, Play 
Meter is now reserving the right to raise advertisements which, in its opinion, 


are for unauthorized copies of legally copyrighted games. 


WILL BUY PINBALLLS (1 to 100!) Also FOR SALE: NEW AND USED SIRCOMA FOR SALE: Three Alien Invader coin- 


video games, arcade equipment, slot Draw Pokers. Also Lotto Fun, Barrel O operated machines in good working 
machines, jukeboxes, etc. Call “A” Fun and Shoot A Line. Call: FRANK order. Owner wishes to sell because of 
AMUSEMENT, 2316 Stephens Creek GUERRINI VENDING MACHINES, illness. Origianl cost $2500.” each. Will 
Blvd., San Jose, CA 95128. (408)287- INC., 1211 W. 4th Street, Lewistown, accept any reasonable offer. Arthur 
4884 PA 17044. (717)248-9611. Hill (305)651-2559 evenings. 


ne tate CHECK OUR PRICES 
big Cocktail Space Invaders BEFORE YOU BUY 
riginal : 

Deluxe or Il : MOULG 16. ..062s5:cs-sauwadan $1995. BAGO assis ed hewsdndaeewe 1895. 
Midway Cocktail || ES, Ga a 1995. No Mans Land )...5.5..6%605. 1695. 
Galaxian Space Zap (cocktail) ........ 1495. New York-New York ....... 1695. 
Space Encounters .......... 1395. Heliafire (cocktail new) ..... 1795. 
All well cared for and ready to ship SOA WY GN oso, 0-0 aati ceaaemees 595. Star Fire (sit down) ......... 1695. 
REILLEY ELECTRONICS Sr ng si inicid are-agana ase eae Sek ye oe (cocktail or upright) naae 
2046 Bramblewood Drive y Rider ................... ete e eee eee eee eens 
Atl G : BMMNG Maa caicnaeveteeoneeraees 995. Space Invaders (cocktail) ....695. 
Uanta, Georgia 30329 Touch Me ............ 0.00 ee. 196,.° WiltiGisasudsccadviceceveces 1095. 
SUNGANCE \A0 acces cxeancosws 695. HGt DOGGY 3.022.000 6sen we 1095. 
404/320-1112 Star Hawk................... 695. Skateball................... 1295. 
Stat Castle cess as dactdatecss 1995. Flash Gordon ¢.666.6.6.68ae6% dc 1795. 
The End (cocktail or upright)1895. PICO AN Wvawednatnsabcarseaiers 1795. 
EIGN 2000 a0caiesnenddann 1695 
T OF NEW GA NEW DYNAMO POOL TABLES © Of 7). ssécesseseiseacs vewsee% $995. 
mer Coe SMES ROCK OU B62 ie. ccc. cav00 6 o0eree ead eed eaeek Oe AE EMRE eS RaR $595. 
CUTTING INTO 156 $795 
& OF Wwe oo Q5C ec orccviartuierenastcsadenaweeeeeuweneeute panies 
yOCR Een BOD asics cicr ot OK SEGRE EEDEEE REEDED ERE ADE REDE RES $1695. 


Why Not Convert Dead Pieces 
into new money makers for less 
than half the price 


x**kk xe 


KLOPP LIGHTWEIGHT 


VIDEO CONVERSION KITS PORTABLE COIN COUNTERS 


AVAILABLE. 
Easy to install....guaranteed! MANUAL OR ELECTRIC 
Also new and used games available: - - -M -M 


Scramble, Defender, Puckman II 
and many more 


Call in New York: 
PLAY MORE GAMES DISTRIBUTING, INC. 
MEGA SYSTEMS 1121 East Seminary Drive, Fort Worth, Texas 76115 e 
US WATS (800)433-2908 TX WATS (800)772-2703 R (817)429-77 
(516)785-5473 TELEX: 732-561 TELESERV (Dallas) 
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EDUCATION 


Is the key to success in any 


FSserareseanseeeeeeseeem 


NEED NEW CABINETS? 


We manufacture video-style cabinets 


aS <p <a wD =D SD SD 


LOCATION READY 


LARGEST INVENTORY IN THE SOUTH 
WE SHIP ANYWHERE 


Control Shelf Overlay 


Hundreds of games on sale. Call 
for complete list. All games are new 
or reconditioned. Location ready— 


ee 
FOR SALE: USED $ BILL CHANGERS. 
$100 & up. 


Factory reconditioned trade ins & 
some floor demos available. Reason- 
able prices: Bulk & Coin Magazine 
Models. Call 800/227-8428. M.M.I., 
P.O. Box 10951, Palo Alto, CA 94303. 


*CALL FOR DAILY SPECIALS* 


DIXIE AMUSEMENT CoO. 


2803 PASS ROAD 
BILOXI, MISSISSIPPI 39531 


(601)374-2681 


—_ <P <P <D <D —s aD SP SSP —_- 


CONTROL SHELF OVERLAY 
For Space Invaders Deluxe 


é | 
: 7 
: : | 
dai tilatae tte thd and especially : Quantity: 1—20/$255 each - TRADES ACCEPTED! : 
e pinba I and video game 5 21—100/$240 each ! COCKTAIL TABLES 
repair business. Now you can t s StHGlOUOS <5 ice ee ea sh $1,650. ; 
learn-not only practical know- - — : : SPOCOL AD a5 sk oop in dhaeeeawad: 1,525. 
hnicsbuf-aise.a solid ‘| F.O.B. New Britain, Connecticut , POlOtis ial auex ieee ona ssaner on 1,650. i 
Batkaraund in-elecnonmceruild ! Rably-X Nedlah manic taatetnteaaba aes 1,950. 
microprocessor technology. This 3 Complete & ready for installation , Pie. pe ie eugene ce Ane 
keep abreast of this fast s We carry all hardware, doors, 1 PCM ens eo seen cones consents 2,375. 
changing business. At E.I.B. we : power supplies, & monitors : VIDEO UPRIGHTS i 
offer courses at all levels. Day i i Space Invaders (Taito) ........... $1,395. 
and evening courses are i GAME-A-TRON CORP. i Space CHGSeFr pecs i.cuwes ang iee sees 1,075. i 
“available: : : Defend el 6 .i5ciendeee vd exceed awed 2,595. ] 
- 203/223-2760 ‘ pie ZOD: 8ieiaktee tata otwnae unt 1,395. 
. . ar COMBE 6605s 66 Thee ESRI ES 2,595. 
For further information & application: Lene eee eeeees== , Space Odyessy..............000005 2,595. ( 
eee Pac-Man: ios ucataaaveewasndccinas 2,595. 
LECTRONIC INST 
OF BROOKLYN oe | 
Fs sunale: LOrd «cs 605.60 2405.83 64444256 $1,895. 4 
4823 Ave. ‘N’, Brooklyn, NY 11234 DELUXE Block WGN 3c erences a eye a 1,895. 
Fs css aad hcauetacs slates Se wees 2 , 
ssi tea SPACE INVADER ie ate ce eseer ie a 
7 - (co ect) EMGOWUOR i505 0seb deer dons etateveens 2,095. ( 


JOYSTICK—SUPER STRONG Manufactured from 


EVER-LASTING METAL! 
$26 e 95 each 


(2 or more $23.% each) 


ASSOCIATED COIN 
ACCESSORIES 


#16 Route 46 
Rockaway, N.J. 07866 


(201)627-3083 


me —e EE <R «ER <a ae << «Se ae a a ee ee 
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2 or 4 ways 
Replaceable parts. 
Long life leaf switches 
Send $36.00 for sample switch p.pd. 
Or $28.00 in quantities 


POOL TABLES: Four in crate: Irving 
Kaye 3%’ x 7’ $1000 ea. or $950 ea. for all 
four. Over 150 used solid state pinballs. 
Call for prices: Butch Foshee 


NEWPORT MACHINE (404)451-7481. 


P.O. BOX 418 
Bishop, CA 93514 


714/873-4431 24 HOUR 


GAME & PINBALL BOARD 
REPAIR SERVICE 


Ship us any game or pinball board. In 
most cases it will be repaired and 
shipped out within 24 hours of 
receipt. ( Same day carry in service 
also available. ) 


AVAILABLE: Manuals and schematics 
for any electronic pinball. Also some 
videos. Call 212/458-5005. 


LOW FLAT RATE PRICES 
ON MOST BOARDS 


SPECIALIZING IN USED 
COCKTAIL VIDEOS 


Send or call for latest price bulletin 


SKYLAND AMUSEMENT COMPANY 


Our modern equipment and highly 
trained technicians let us fix them fast 
and pass the savings on to you. 


For further information 
or price sheet call or write 


PIRTIMD 


VENDING REPAIR SERVICE CO. 


3410 Clairmont Road N.E. 
Atlanta, Georgia 30319 


Telex: 804 294 SPEDEX ATL 


N.E. Office 
609/662-6622 


S.E. Office 
(404)636-GAME 


4823 Ave.‘N’, Brooklyn, NY 11234 
212/252-1380 Telex: 181160 US 
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NEED NEW CABINETS? 


CASH BUYERS ONLY 


ORIGINAL RE-CONDITIONED 


We manufacture formica’ed 
Galaxian-style cabinets. 


Quantity 
1624s bes Ghee Ko news $275 each 
29:-OF MOP sibs koa ss naan $250 each 
100 or more ...call for price quote 
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Atari ASTEROIDS (upright) 
Atari ASTEROIDS (cocktail tables) 


1/3 balance: certified on order 
Balance sight draft: bill of lading, your bank 


Complete with cut-outs 
and interior braces 


Also available: metal hardware, 
cash box doors, and control panels. 
Call 


TRIAD SYSTEMS 
516/681-6263 


BERNIE’S SPECIALTY 
4715 North 7th Street, Phoenix, AZ 85014 
(602)265-0448 


COCKTAIL TABLES 
SID 
= UPRIGHTS 


" - Asteroid Deluxe 


} Crazy Climbers Galaxian 
Monaco G.P. Route 16 
Astro Blaster Defenders 
Scramblers Gorf 
Missile Command Moon Cresta 
Astro Fighter Space Invaders 
Pac-Man Asteroid 


Call Sal collect for special prices and mention this ad 
for additional savings. 


201-926-0700 


U.S. AMUSEMENTS INC. 2 W. NORTHFIELD RD. LIVINGSTON,N.J.07039 
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COINS FAST 


Coin Sorter with 

Automatic Coin 

_ Feeder sorts, stacks, 
counts coins; does 

an hour's work in 


COUNT 


10 minutes. 
e Cuts tedious hand 
work 


e Sorts up to 500 
coins per minute 
e Speeds roll wrapping 
. COMPLETE $99.90 
«3-year guarantee on 
peentire unit. Write for 
-™ details or order.now 
“ *for 2 week free trial 
NADEX INDUSTRIES INC. 
DEPT. 17426 
220 Delaware Ave. Buffalo, NY 14202 


BIG DISCOUNTS ON 
New & Reconditioned video games 
We offer excellent service, 
repairs & modifications, PCB 
boards, component parts, & 
speed-up kits for videos. 

ROYAL TRADING 
P.O. Box 461 
W. Lebanon, N.H. 03784 


(800)258-3070 


NO SALES TAX IN NEW HAMPSHIRE 


WORLD WIDE EXPORTERS have for 


sale: used & new Bally Bingos, Bally 
Slot Machines, Flippers, Bowlers 
(new) and genuine Bally spare parts. 
Contact: WILMS DISTRIBUTINGN.V., 
Boomsesteenweg 73, 2630 Aartselaar, 
Belgium. Tel: (31)87-68-00 (please omit 
0). 


Back by popular demand 


ss “ NEW IMPROVED 

C3 DESIGN 
Asteroid operators: DON’T LET THIS HAPPEN TO 
YOU! Our modification Kit II is adaptable to all 
Asteroid games allowing you to vary any of 3 speeds 
virtually eliminating machine turnover even with 
your best players! TESTED & PROVEN. Games 
with this modification kit take in more money and 
faster than any other game on the street. Kit Ilin- 
stalls in minutes without changing chips. Kit IT was 
designed to improve play and increase profits & is 
operator adjustable. INCREASE PROFITS 
IMMEDIATELY. Send $25.95 + 2.9 shipping 
(includes all parts necessary to modify one game.) 

DESIGN WIZARDRY, LTD. 
P.O. Box 519, Brooklandville, MD 21022 


WE HAVE A LARGE SELECTION OF 
NEW & USED arcade equipment. Also 
jukes, pool tables, shuffles & 
cigarettes. We deliver and accept 
trades. COIN MACHINE DISTRIBU- 
TORS, INC., 213 North Division St., 
Peekskill, N.Y. 10566. (914)737-5050. 


SCHOOL FOR GAMES & MUSIC—one 
to three week courses. Phonos, videos, 
electro-mechanical and logic flippers. 
By schematics. CAL’S COIN COLLEGE, 
P.O. Box 810, Nicoma Park, OK 73066. 
TEL: (405)769-5343. 
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MECHANIC 


Fully experienced for 
Music-Games- 
Cigarette route 

Salary Open—Benefits 

714/778-4232 


<a a wD DD SD 


r 
: 
bee 


WANTED: Highly qualified elec- 


tronics man. Our company is 
interested in hiring young man willing 
to relocate. Will handle small but 
highly profitable route. Duties will 
include (but not be limited to) minor 
maintenance on automatic liquor 
systems with interface to cash register. 
Applicants must have: (1) Experience 
in all types flippers & video games; (2) 
Highly [cwiegable in electronics; (3) 
Good driving record. This is a growing 
company which offers a rewarding 
future for the right individual. If 
interested, please send resume stating 
complete personal, work, and 
educational background to: CITY 
NOVELTY COMPANY, 6970 Harry Dr. 
Baton Rouge, LA 70806 or call: 
(504)924-2744. 


ee 


CRT Monitors 
for Video Games 


High quality and low price 
@ Color Monitors 
@ Black and White 
@ X-Y Monitors 


@ Green Monitor 
Also carry computer grade monitors 


HANDWELL CORP. 
257 Castro St. 2-G 
Mt. View, Calif. 94041 


415/962-9265 


FOR SALE: Sircoma Draw Pokers & 
Black Jacks amusement machines. 
FRANK GUERRINI VENDING, 1211 
West 4th St., Lewistown, PA (717)248- 
9611 


FOR SALE: (5)Moon Cresta cocktail 
tables in excellent condition $1745 ea. 
(2) Space Invaders cocktail tables for 
$1195 ea. Call P & H VENDING at 
714/281-0221. 


SINCE 1965 


PRICE GUIDE 


Our list of subscribers not only contains some of the most prestigious names 
in the industry -- but, more than that -- outside the industry. 
Bankers ® Tax Collectors © Insurance Companies ® Finance Companies ® 
Lawyers @ Exporters © Department Stores @ Chain Stores ® 
Fast Food Restaurants © Amusement Parks ® The Military Services and various 
Departments of Municipal, State and the Federal Government. 


SHOULD THEY BE BETTER INFORMED THAN 
YOU? 


Constant research of price trends makes our DRA PRICE GUIDE an 
invaluable source of information. With our more easy to read and more 
complete quarterly, you have pages of vital information at your fingertips. 
The convenient price guide lists all the products of top manufacturers in the 
coin amusement and vending machine industry. For 15 years, Distributors 
Research Associates has been publishing the latest prices on trade in and 
reconditioned machines. Market quotations, wholesale and retail, are the 
basis for compilation by our local and national staff. 


TODAY! 


Company Name 
Name 

Address 

City 


For complete information and a free mini booklet, mail us this coupon 


DISTRIBUTORS RESEARCH ASSOCIATES 
6595 N.W. 36th Street, Suite 109B, Miami, FL 33166 
Telephone (305) 871-4980 


State —— ZI 


ee 
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FOR SALE: Used Space Invader 
cocktail tables. Excellent condition. 
Also available other video games— 
upright and cocktails. All major 
manufacturers. Call: UNIVERSE 
AFFILIATED, 314 W. First Ave., Roselle, 
NJ 07203. (201)245-4222. 


FOR SALE: Stock Markets, Ticker 
Tapes, and Hi-Flyers. We also carry a 
complete line of Bingos and Uprights. 
We are also Distributors for Amstar’s 
Hold & Draw. Antique Slots for legal 
areas. Call WASSICK NOVELTY CO., 
473 Hite St., Morgantown, W.VA. 


26505(304)292-3791. 


VIDEO ANALYZERS 


MK4: B/W Raster ............. 00 eee 
PAKS? “COOP Raster. cso isG co on8 x crass 4 $99.95 
MK6: B/W XY (Vecter*) 

*Wells/Garder & Electrohome only $129.95 


ASC/FLORIDA 
1206 West Central Blvd. 
Orlando, FL 32805 
1-305/422-5199 


DIAL-A-COIN CHANGE MAKERS— 
Single coin Large Hopper with preset- 
reset meters. Coin Sorters—1¢ to 25¢. 
ANTIQUE SLOT MACHINES—change 
makers one arm and uprights with 
simple preset meter adjustment. 
Permits you to charge for makin 
change through meter settings. All 
custom made by experts with 30 years 
experience. Foreign buyers invited. 
MAR-MATIC SALES, INC. & MFG. 
CO., 1140 E. Cold Springs Lane, 
Baltimore, MD 21239. (301)435-1477. 
Telex: 87-493. 


FOR SALE: Parts for electro- 
mechanical arcade games. (Over 100 
games selection). Contact: Bruce 
Zaveloff, THE GAME EXCHANGE, 313 
Neilston St., Columbus, OH 43215. 
(614)221-3416. 


KKNEW XK * 


LOCATION READY 
SPACE INVADER TABLES 


* $850.00 % * 


NOT USED—NOT REFURBS 
WITH COLOR MASKS, 
90-DAY WARRANTY 
SERVICE BACK—UP 
ENGLISH MANUAL 


CALL FOR PHOTOS & INFO 
Super clear color tables or uprights 
From $995-$1495 


SIGNATRON U.S.A 
213/243-2391 
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GAME ROOM 
FOR SALE 
\In regional shopping mall 
PHOENIX AREA 


Send replies to: 
Play Meter Magazine 
P.O. Box 24170 
New Orleans, LA 70184 


Dept. MC 


FOR SALE: Torch $725, Spiderman 


$825, Force II $1395, Counter Force 
$775, Genie $525, James Bond $825, 
Cicus $825, Star Race $825, Silverball 
Mania $725, Kiss $575, Xenon $1495, 
Future Spa $575, Viking $950, Skateball 
$975, Paragon $550, Flash Gordon 
$1625, Space Invaders Pinball $975, 
Freefall $1495, Galaxy $725, Sea Witch 
$725, Nineball $1150, Quick Silver 
$850, Ali $850, Vulcan $745, Algar 
$1195, Scorpion $745, Fire Power 
$1050, Alien Poker $1125, Lazer Ball 
$750, Black Knight (with new Micro 
Switch) $1575, Rally X $1875, Mini Rally 
X $1750, Missile Command $1695, 
Battlezone (Regular) $1275, Battlezone 
(Regular Open Face Model) $1475, 
Mini Battlezone $1150, Asteroids 
Cocktail Table $1850, Basketball $550, 
Asteroids $1925, No Man’s Land $1375, 
Zarzon $1745, Targ $1225, Astro Fighter 
$1475, Pulsar $1795, Clay Champ 
(Unshopped) $1825. Call or write NEW 
ORLEANS NOVELTY CO., (NOTE NEW 
ADDRESS) 3030 No., Arnoult Rd., 
Metairie, LA 70002. Telephone: 
504/888-3500. 


GIVE FRIA— 


POSITION AVAILABLE 
Distributorship Sales Manager 


Southeastern distributor of amuse- 
ment games and music equipment has 
opportunity for aggressive individual 
to manage twenty-year-old company. 
Distributorship has leading lines of 
equipment in an expanding southern 
market. Excellent facilities for sales 
and service in large, modern location. 


Unique opportunity for aggressive 
individual looking for rapid advance- 
ment and achievement. The selected 
individual should have amusement 
sales experience and desire to lead his 
own company. 


For consideration, please send 

resume or letter of introduction, 
including salary history to: 

Play Meter Magazine 

P.O. Box 24170 

New Orleans, LA 70184 


WANTED: Color kits to fabricate 
Draw-Pokers, Black Jacks & other 
video games. Call or write: Cole 
Heney, STAR AMUSEMENTS, 920 Lady 
St., Columbia, $.C. 29201. Telephone 
803/779-0544. | 


WANTED TO BUY: Atari Hercules 
pinball. Call: 414/338-0837. 


FOR SALE: 34-Year old company in 
Spokane, Wash. grossing $550,000-plus 
per year. Combined pinball, 
amusement and vending route. Reply: 
Play Meter, P.O. Box 24170, New 
Orleans, LA 70184, Dept. FMC.. 


“I see you're finished. Is this part I picked up 


off the floor of any importance?” 
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(@\* TURN IN YOUR * ° LOCATION READY 


i) 2s OLDIES FOR GOODIES (6) KEENEY 
ad 3) WE PAY CASH FOR JUKE $ Black Dragons ...... $1550. ea 
—)/ BOXES, PINBALL MACHINES, (4) KEENEY 


a £1, ANTIQUES, ARCADE GAMES, | 
wet) GUM BALL MACHINES, é 
sce’ ELECTRONIC GAMES 
REGARDLESS OF 
CONDITION. 


Mountain Climbers . .$1450. ea 


The above have the latest innovations 
Formica & Excellent Backglasses 
Draw Pokers & Blackjacks also in stock 


GOODTIME AMUSEMENTS 


FOR SALE 
Well established 


music & game route 
Good Equipment 
Located in the heart of the best 
hunting & fishing locations 
left in the United States. 
Exceptional Growth Potential 
Net collections well into 6 figures 


51 Monroe St 18th Floor Rockville MOD 20850 
Phone (301) 424-0600 


BUSINESS OPPORTUNITIES—Think 
you have a new idea? Established coin 
machine manufacturer seeking new 
ideas to develop. Royalties paid. Call 
(312)595-6770. 


FOR SALE: Five (5) Munves reproduc- 
tion Mutoscope machines. Excellent 
condition—$500.%each. Call: RED 
BARON AMUSEMENT: (419)865-4354. 


LOCATION READY 


Largest Inventory In The South 
We Ship Anywhere 


VIDEO UPRIGHTS 


Space Invaders (Taito) ..... $1,395 
sD 7-5 at gO (= eee eC ee 2575 
SCPaM Ole % exc och bee bet oea es 2575 
PACAIVIAN. -4.4a44 ete ade ce eos 2,595 
COGN 7 ‘aici ewer pees ones 2,395 
Deluxe Asteroids........... 2,395 
SIPdCeFULV iw ox wacomoaw saieme 2,999 
CENUP COC cue G ta windsor 2575 
COCKTAIL TABLES 
PaC-Mail 6344044864%.6iucas $2,375 
Crazy CHMDEN scu2e¢0%4<s 06 1,950 
DETENOER <3:6-3 aise eaves wae 2,550 
WANS os dicen sok eer ete eae s.s 1,195 
Deluxe Asteroids........... 2,350 
POVAN Sehr ot gtcauieeshds atenieserestdcacs 1,695 
PROGID gana ate secre eecedt bat 1,795 
PINBALLS 
Black: Kiignit. <2 iccaesiye Shae $1,795 
ROMO ites vl oe aoe s base ee 1,750 
IWATE S iso ooia ea nadie etded ed 2075 
VOICANO = case hone enue ewe 2,075 
PUAS iio 8 Bisaia sh Sued ack aot woe ean 750 


Hundreds of games for sale. 
All games are new or reconditioned. 


Everything sold is guaranteed. 
Call for complete list & daily 
specials. 

YES! We take trades. 


DIXIE AMUSEMENT CO. 
2803 PASS ROAD 
BILOXI, MISS. 39531 


601/374-2681 
CONTACT: STEVE RODOIFICH 
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Serious Owner Terms 
Send replies to: 


Box 1605 
Jefferson City, MO 65102 


_(314)636-4096 


Play Meter Magazine 
P.O. Box 24170 

New Orleans, LA 70184 
Dept. NC 


International Inc., 
Company 
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INTRODUCING 


me ST eee 


THE ALL NEW SOLID STATE 


MICRO-PROCESSOR 
AMUSEMENT MACHINE 


25¢ PLAY UP TO SIX COINS 


Normal Factory Warranty 


FOR INFORMATION CALL OR WRITE TO: 


Wills- Jeunings of Okie Jue. 


COIN OPERATED AMUSEMENT DEVICES 


271 East 156th Street, Cleveland, Ohio 44110 
(216)486-7412 


EXCLUSIVE DISTRIBUTORS 


The operation of these games and the features therein may be subject to various state and local laws and regulations. It is not intended 
herein to solicit the sale of such games in any jurisdiction wherein the same may not be lawfully sold or operated. 
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NEW! BELITA 


LIGHTWEIGHT PORTABLE 
COIN COUNTER 


NEW! BELITA 


LIGHTWEIGHT PORTABLE 
COIN COUNTER 


Manual or Electric 


Automatic Stop 
Inexpensive 


Coin Tray Support 
Bag Holder 

Fast 

Only 9 pounds 
Long Lasting 


R.H. BELAM CO., INC. 
1 Delaware Drive 
Lake Success, N.Y. 11040 
Phone: 516/488-5600 
Telex: 221568 or 7978093 


PHOTO MACHINES 
WE BUY & SELL 


CHEMICALS, FILM, PARTS 
BEST PRICES GUARANTEED! 
HANNA MFG. CORP. 
Waterville, NY 13480 
315/841-4112 


BUY 
WHOLESALE 


Panasonic T.V.’s 
& 


VIDEO RECORDERS 
CALL FOR PRICES 


NORTHEAST 
DISTRIBUTING, INC. 


880 Providence Highway 
P.O. Box 287 
Dedham, MA 02026 
(617)329-4880 Telex: 92-4489 
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PHOENIX 


Cocktail Table 


$1695 


Also many other new 
uprights and cocktails from 
159); 
Call us for lowest prices on all 
your video games needs. 


COMPUTER GAMES, INC. 
1935 Hoover Ct. 
Birmingham, Al. 


Phone: 205/979-9303 


or 
205/822-5696 


Oe ee ae ee oe 


Be ee ee 


FOR SALE: Automatic Coin Wrapper, 
Brandt Model #1702—$3500. One year 
old and wraps 12 rolls per minute. Cost 
$8500 brand new....Also (15) reflex 
games, 2-player type—$225. each— 
some brand new. (4) shopped Million 
Dice (mechanical, 1% years old-- 
Sircoma type)—$1495. Call: 
(408)624-1861. 


FOR SALE: Late ’80 & ’81 video games 
and pinball games, OK Bingos, & 
Sweet Shawnees. Call or Write for 
special price: D & P MUSIC CO. 
658 W. Market St., P.O. Box 243, York, 
PA 17405. (717)848-1846. 
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ROUTE TECHNICIAN 


1 

1: 

Southern Florida 
5 

1 


| 

5 

| 

i 

| 

- Require route technician for game 
! route in Ft. Lauderdale area. ! 
‘ Route is a division of major ; 
§ corporation with solid benefits. | 
: Individual must be self-starter and - 
s willing to grow with expansion 1 
! program. Car furnished. : 
s Pension/profit-sharing. Must be 4 
: qualified to handle most aspects ; 
; of new video problems. Need to 4 
i start as soon as possible. ! 
; Send resume to: : 
P Play Meter Magazine 
i P.O. Box 24170 * 
: New Orleans, LA 70184 § 
' Dept. RT 4 
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WIZ KIDS 


The VideoShirt 
Company 


Pac-Man ™ 
T™ of Midway Mfg. 


Asteroids ™ 
™ of Atari Inc. 


Galaxian ™ 
TM of Midway Mfg. 


Gorf ™ 
TM of Midway Mfg. 


Tournament T-Shirts 
COST: Only $42.00/Dozen 


SPECIAL: The WIZ KIDS will 
supply you with official club 
membership cards free with any 
order for their videoshirts. This 
is a great way to gain a mailing 
list of your customers. while 
promoting your locations. Also 
call or write for details on 
having your locations’ name 
imprinted on the backs of their 
licensed tournament T-shirts. 
Call today before the waiting 
line begins! 


ALL SILKSCREENING 
IS DONE BY HAND 
and 
FULLY GUARANTEED 
SI IIIA AAA AAAI AAA AAA A AAAS 


CALL OR WRITE TO PLACE AN 
ORDER: 
THE WIZ KIDS 
P.O. BOX 1582 | 
OAK BLUFFS, MA 02557 
617/693-1383 


COCKTAIL TABLES—used/lowest 
prices. Call us before you buy. $395.°- 
up. Atlanta—(404)636-GAME or 
N.J. (609)662-6622. Telex: 80-4294 
SPEDEX: 


SS 
FOR SALE: 400 BALLY ORIGINAL SLOT MACHINES (second hand) 


All machines with 20-payoutsystem & progressive jackpot unit. 
Las Vegas—Mustang—Circus—Can-Can 


Different financial solutions could be discussed. New video games and/or 
kiddie rides could be accepted as full or partial payment. 


If you are interested, please contact our head office in Solona, Sweden, 

and ask for Haakan Soederstroem or Rolf Lundstroem. Or call our sales 

office in Las Vegas at (702)739-9397 or (702)878-9094 

and ask for Tom Ward. 
THE CHERRY GROUP OF SWEDEN 

Gustafsvagen 10, S-17149 Solna, Sweden. Tel: 08-830410 


ews briefs. .. .News briefs. .. .News briefs. . . .News briefs. .. .News 
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wide deed Dynamo, the Grand Prairie, Texas pool table manufacturer, is 
going through changes and is evaluating a move into the video 
industry. Mark L. Struhs, director of sales and marketing for 
Dynamo, commented, however, that it will not abandon its table- 
making interests. A new pool table from Dynamo, called The Big D, 
was ready for its market in August following what Struhs termed a 
period of development for a table that would not require expensive 
service calls. Big D's frame will be constructed of steel and 
plywood, with no particle board utilized. "Every table will be 
consistent and yet the high costs of the development will not 
severely affect the price to the operator," said Struhs. His 
company, he added, will be gearing its production to accomodate 
both quality tables and the new videos it has planned to intro- 
duce following its extensive study of producing other coin-op 
moGes “lian: WOO1: TaD LES we 6.u owt ae Be Seb heed & Se Se es ee eee Rae 
Se eric The Amusement Operators of Tennessee held its second annual 
meeting in Nashville at the Hyatt Regency, July 24 and 25. 
Highlights included a golf match at Shelby Park and a video and 
pool tournament at the Hyatt. Prize drawings and industry speakers 
completed the program, and officers elected included President 
Bill Stone of Stone Amusement, andVice President Paul Morrison of 
Coin Machine Distributing. Milton Hobbs, convention coordinator, 
reported that attendance at the Saturday night banquet was 56 


percent Greater Chan:.last Vear" Ss. 6446.08 eni sca seve se wees eee gies 
Bae ag aes Nichibutsu USA, currently shipping its new Moon Shuttle game 


from its Torrance, California facility, has announced new positions 
for two of its officers. Masao Kijima, formerly sales manager, was 
named general manager of Nichibutsu USA. Brian Ogihara, formerly 
sales representative, was elevated to sales manager. Details of 

Moon Shuttle, distributed jointly by Taito America and Nichibutsu USA, 
are found in the "New Products” section, This 1SSUC ss .s6ec ewes en eee 2% 
aces Williams Electronics, Inc. announced July 28 that it proposes 

to make a public offering of $20 million principal amount of con- 
vertible subordinated debentures. The debentures will mature 
approximately 15 years from the date of issuance. The net proceeds 

of the offering to Williams will be used to retire its outstanding 
term indebtedness to its principal lender and as additional working 
capital. The sale is intended to be accomplished through an under- 
written public offering to be made solely by means of a prospectus..... 
i acter med Sellers of computerized poker game machines in South Dakota 

are violating the state's gambling and consumer protection laws, 
according to State Attorney General Mark Meierhenry. In an Associated 
Press news story, the attorney general was quoted as saying that in 
mid-July, 40 to 50 of the machines had been sold in South Dakota 

at a cost of about $3,000 each. The games are "Similar to legal 

video games found in entertainment establishments around the state," 
Meierhenry said. He noted that persons with the machines in 

question in their possession can be charged with a gambling vio- 
lation and that location owners can have their liquor sales licenses 
suspended when the gray area games are in operation on sSite...........-- 
ee ree Following the successful outcome of Coin-Op '81, the Irish 
Amusement Trades Association (IATA) has reviewed the dates scheduled 
for next year's exhibition at the favorably located Leopardstown 
Racecourse Centre. The new dates set for the Irish show are 
Wednesday, March 31, to:-FPriday, April 2). 1982 ssn sae secu sees 


PLAY METER, October 1, 1981 


REVOLUTION 


IN VIDEO GAMES 


1. HIGH CASH RETURNS ASSURED 


You can be sure of top returns. Now keeping up with the winning games is simple—and 
cheap. 


2. NO EXPENSIVE REPLACEMENTS 


Once a game loses its popularity, there is no need to replace expensive cabinet units. 
DECO CASSETTE tapes will bring a new game within minutes. 


3. AMPLE SUPPLY OF NEW GAMES 


We can supply over 10 DECO original games a year and under license, supply the popular 
games of other major Japanese makers in tape cassettes too. 


4. EASY TO CHANGE 


Simply change the cassettes and key modules. 


KEY 
MODULE 


fit the joy stick movement stopper, 
suitable for the game. 


pUP HIGH=SCORE , 


1 DODGE SUPER Ds 


@ WATCH OUT / PUSH SHUTTER @eWHEW/ 
BUTTON NOW LOCK UP SUPER Ds THAT WAS CLOSE 


*You can use two shutters at one time 

* Bonus points awarded when super Ds are locked-up. 1 Super 
D...100, 2...300, 3...1,000, 4...2,000. . 

* Get out of maze through flashing “‘out” doors as soon as gold 


@ QUICK, CLOSE SHUTTER @ HAHA / coins are all picked up. 
BEHIND LUPIN GOT YOU TWO / 


CALL YOUR NEAREST DISTRIBUTOR DATA EAST INC. 
OR CONTACT DATA EAST INC. Ga soto uaan ne Oer® 
TOLL-FREE No. 800/538-5129 wistex: 172163 DATAEAST SNTA 


All Rights Reserved 1981 


We're Taking Three Steps Forward, Leaving the Competition Behind. 


Sega"/Gremlin® 
presents three ‘‘firsts’’ to 
the coin-operated video 
games industry: 

The world’s first color 
X-Y video display system, 
COLORBEAM™. Jointly 
developed by Gremlin" 
engineers and one of the 
leading manufacturers of 
X-Y monitors; 
ColorBeam combines 


oo. 


clear, sharp, crisp color 
with revolutionary 
electronics for an 
achievement second to 
none. 

The first COLORBEAM 
game, SPACE FURY™, 
incorporates the very 
finest of today’s available 
technology for the new, 
exciting game players 
expect. Suspense-filled 


game action made 
possible by ColorBeam’s 
speed, high fidelity voice 
synthesis with dramatic 
intonation, and 
ColorBeam’s spectrum 
of color, guarantee 
Space Fury a winner. 

The first MODULAR 
CARD CAGE and power 
supply units. These 
sturdy metal 


} 


compartments prevent 
radiation and protect | 
electronic circuitry for | 
longer lasting, more 
reliable games. 

Get in step with 
Sega/Gremlin and join 
the winning team. 

For more information 
on ColorBeam and 
Space Fury contact 
your local Sega / 
Gremlin distributor. 


ANOTHER SEGA®/GREMLIN® CONVERT-A-GAME™ SEGA/ Gremlin 


GREMLIN INDUSTRIES, Inc., 8401 Aero Drive, San Diego, CA 92123, TLX: 910-355-1621 / SEGA EUROPE, LTD., 15 Old Bond Street, Mayfair, London, England W1X 30B, TLX: 
847777 / SEGA ENTERPRISES, Inc., One Century Plaza, 2029 Century Park East, Ste. 2920, Los Angeles,CA 90067, TLX: 688433 / SEGA ENTERPRISES, Ltd., # 2-12 Chome 


Haneda, Ota-Ku, Tokyo, Japan. 


© 1981 Gremlin Industries, Inc. 


